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Join the most vicious combat speciaiists Immerse yourselF in E6 interactive 
in a high'tension real'time nightmare. levels Filled luith unexpected hazards 


Discover ten pouierFul uieapons, 
including: pistols, rocket launchers and 
particle dispersal cannons! 


™, ® & © 1998 Paramount Pictures. All Rights Reserved. Star Trek and Related Marks are Trademarks of Paramount Pictures. MicroProse is an Authorised User. MicroProse is a registered trademark of MicroProse 
Software, Inc. © 1998 MicroProse Software, Inc. All Rights Reserved. All other trademarks are the property of their respective holders. 

















IN A BlOODy 1VOKID OF DISTRUST AND VIOLENCE, IVHERE DEATH AND 
HONOUR ENTVv^INE, ONLV THE MOST BRUTAL IVILL SURVIVE. 


SO SHARPEN yOUR AND PREPARE FOR BATTLE AS yOU PLUNOE 

INTO AN llSTOLDlSq ADVENTURE OF INTENSE IN THE HEART 

OF THE KllSqCS EMPIRE. 

VVELCOME TO THE ELITE. vvELCOME TO 



master hand'tO'hand Fighting techniques 
and luield the deadly Bat'leth blade and 
d'k tahg kniPe. 



Hctual in'game screen shots 


Go For the throat and shoui no mercy in 
Death Rite or Co-operative mission 
based battles. 


BICOinmHDBV 



ujujui.micraprosB.com 
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WeVe two CDs again for you this month. On one you'll find 
demos for Sensible Soccer '98 and StarCraft, on the other Final 
Fantasy VII, Commandos and Dominion 
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Commandos 2, TOCA 2 and Gangsters are just a few of the 
new games unearthed in this month's news 

22 On the Drawing Board 
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24 First Sightings 

24 Dungeon Keeper il — An exclusive look at Bullfrog's 

latest masterpiece 

31 Aetna Soccer 3 - The World Cup may be over, but 

there's plenty more football on the horizon 

32 Caesars- We take a look at Impressions' latest 
strategy title 
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Creatures 2 are but a few of the titles we check out 
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We take a look at playing tennis over the Internet 
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If you're on the Information Superhighway with nowhere to 
go, then here's a few pointers towards some sites 


Tips 

I3t X-files- A full guide to this classic release 
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If you missed it first time around, make sure you 
miss it now that it's on budget. Read our review 
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Starcraft and Sensible Snccer ‘98 are jnst twn af the big name 
demes yen’ll find nn this mnnths CD 


IPCI 


DISC rnirtBen 


Himi 

Utilities 

More and 
more 

Windows '95 games now 
require DirectX, which is 
why we've stuck a version 
on the CD for anyone who 
hasn't already got it. 

To install it on to 
your PC, simply select 
the DirectX 5 sub¬ 
directory and then 
follow the on-screen 
instructions. There - 
couldn't be easier! 

Requirements 

The Ultimate CD is optimised 
for machines with the 
following spedfications; 
P75, Windows '95, 16 bit 
display, 16 MB RAM, 
sound card. 

Disclaimer 

Whilst every care is taken 
with the testing, production 
and installation of Ultimate 
CD, Rapide Publishing 
cannot accept any 
responsibility for loss or 
damage occurring during its 
use. We strongly advise that 
you have back-up copies of 
all your important files and 
applications before 
installing any new software. 

CD Helpline 

The Ultimate CD is 
thoroughly tested for any 
faults and is in full 
working order before it is 
distributed. However, 
should you have any 
problems of any kind you 
can ring our special 
Ultimate PC helpline 
between the hours of 3pm 
and 6pm. The number to 
ring is: 01425 674446 






Qmong the many treats for you this month (at last) is arguably one of the best real-time strategy games available, StarCraft. Playing 
one of three races (Human, Zerg or Protoss) you have to first of all stake out your own bit of land before slowly spreading out and 
gaining control of the land around you whilst battling rival species. Admittedly, this style of game has been done thousands of times 
before, but this game ranks as one of the best examples of the genre; we certainly thought so, giving it 88% in Issue 9. With each race 
being distinctly different in both equipment and physical capabilities, there is plenty of variety to be found, and along with individually 
animated vehicles and buildings, an interactive 3D terrain and line of sight affecting play, this title could rate as one of the most 
original real-time strategy games for a long while. Other innovations include the ability to set waypoints for your units 
and the possibility of creating a leading unit that others follow and rally around. In this demo, you have 
a simple single player Human mission to complete involving you setting up your base before 

building three supply depots and 
a refinery in order to go out and 
gather 100 units of Vespene Gas. 

Sound simple? Try it. ■ 


Sensible Soccer 

Publisher; Sensible Software Release: Out Now Platform: Windows 95 Controls: Keys, joystick 




_Ihe best football game ever? Some might say so, but needless to say I 

don't believe there's any need to explain too much about it. With a 
longer and more glorious history behind it than Ajax of Amsterdam, 

Sensible Soccer has proved popular with footie fans on all formats. Rather than try to aim for 
the realism of EA's FIFA 98, Sensible Software have opted for playability again and retained the simple top-down blimp 
view. With simple touch ups to the graphics and the new 3D replays, this game will appeal to fans, both old and new. 
(Although is there anyone out there who hasn't played Sensi Soccer!) 

Needless to say, this new version features seven pitch types, hundreds of players and clubs from countless countries, 
custom teams, a World Cup competitionand comedy player names that are not too far removed from the real things - this 

game has it all. One new feature mentioned above are the 3D 
replays after goals shot from right on the pitch - a nice 
cosmetic touch that only improves an already great game. This 
demo, so lovingly offered to you, features either a one or two 
player match between England and a rival PC magazine, so 
just make sure you beat them. ■ 
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CDpages 


HOW TO OSE THE OLTIMATE CO 


To use the CD, simply place it in your CD ROM drive and select RUN from the Windows start menu. Type in X:\ultimate.bat (where X is the CD ROM drive letter). This will 
start the setup sequence which will install any necessary files on to your PC. This will only happen on the the first occasion that you run the CD. To uninstall the menu 
system go to the control panel and then to add/remove programs and click on the listing for Ultimate PC Issue 13 and click Remove. 

If you have any problems with the CD, please don't hesitate to call 01425 674446 between the hours of 3pm and 6pm. 


Diablo 2 


Publisher; Blizzard Entertainment Release: November Platfnrm; Windnws 85 Cnntrnis; N/A 

DIoUowing one year on from Diablo, the sequel sees you, the hero, still suffering the aftereffects of your first adventure in 
the dark underground labyrinth fighting all manner of evil creatures. The sorcerer from the first game apparently managed to 
capture part of your soul and trap it in a crystal, and now you want it back. Improvements from the first game come mainly 
in the graphics, which weren't that bad to begin with, but Blizzard have improved the resolution, animation and everything 

right down to the appearance of your character; if you find a better 
suit of armour lying around and get into it, hey presto, your character 
on-screen will physically wear it. Sadly this demo isn't playable, but 
the animated sequence will more than whet your appetite. 







Do you remember the news pictures from early last year featuring two 
armed men in body armour engaging in a daring bank robbery in LA.? 
Needless to say that the police eventually won, but now is your chance to 
re-create that event with Sierra's S.W.A.T. simulation. This is an attempt at 
creating a real-time simulation of actual S.W.A.T tactics, with an easy to use 
interface. Played in a 
similar vein to the 


Police Quest: S.W.A.T. 2 

Publisber; Sierra Release: But Now Platform: Windows 95 Controls; Mouse, keys 


Syndicate games, you have 
to reach a successful 
outcome using real 
S.W.A.T. tactics or simply 
escape with your lives. The 
mission objectives change 
each time you play, so this 
demo should certainly 


Spellcross: The Last Battle 

Publisher: S.C.i. Release: September Platform; Win 95 Controls: Mouse 

Des, you might be thinking that this is another boring Command and 
Conquer rip-off. It's certainly a strategy game based on Earth, but this 

time humans 
are fighting for 




their very 

existence against the forces of evil that have been 
unleashed on the world. This is turn-based as opposed to 
real-time, and with recognisably human troops it 
certainly takes a different slant on this type of 
game. You still have to harness your territories' 
resources and fund that all-important 
research, but at least the technology is 
at first recognisably 20th Century. 

This demo features a short training 
mission as well the first 
proper missions. 
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Micro Machines V3 

Publisher: Codemasters Release: Out Nnw Platfnrm: Windnws 95 Controls: Joypad 


Uhls huge hit on the consoles has finally been converted 
for you lucky PC owners. A hugely popular racing game, its 
genius lies in its simplicity. Viewed from above, your 

— miniature vehicles, ranging from buggies to speedboats, race around 

tracks based in an oversized human world at frenetic speeds. If any 
cars are left behind by the others they blow up, only reappearing 

when the last car is still racing 
at which point the race 
continues with all cars 
present. This demo 
features a one player 
time trial on a 
restaurant table, and an 
opportunity for playing 
over the Internet. 


nd 

iy 

ng 
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Quest for Glory 5: 
Dragoo Fire 

Publisher: Sierra Release: December 


Microsoft 3D Basehall 

Putdistier: Micmsoft Release: Out Now Platform: Win 95 Controls: Keys 


Platform: Win 95 Controls: Keys 


his is the latest in the award-winning 
series of RPGs that enable players to go 
online and chat to other players if they meet them on their travels. Aside from this, 
though, the game is your standard 
run-of-the-mill sword and sorcery 
epic, although it's rather large. 

In this demo, you can explore one 
of the areas featured in a small 
gallery of backgrounds included on 
this disc. You are also given a choice 
of either male or female warriors, a 
wizard-type or a thief, each with 
their own spells and weapons. 


_ lollowing on from the Hardball 6 demo on 

Issue 12's disc, we have one from Microsoft, 
this time a 3D version. Now almost obligatory 
for any sports sim, this game has all the real 
teams and players from America's NBA with 
accurate stats, as well as all the stadia lovingly 
recreated in minute detail. 

This demo allows you to try the traditional 
exhibition game between the National and 
American League all-stars, giving you an idea of 
the actual game. However, be warned, it's 
difficult. Sadly it's only for one player, but if 
baseball shakes your bat then this may be the 
game you've been waiting for. 
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The House Of The Dead 

Publisher: Sega Release; Out Now Platfnrm; Win 35 Cuntrnis; Mouse 


_Ihis is one of those very rare things on the PC: an arcade- 

style first-person shooter. As was mentioned in the review 
(467o, Issue 12), The House Of The Dead is very outdated 

now, with 
games like 
Unreal or Quake 

II showing the best of this genre. Basically it 
involves you travelling around a haunted house 

saving scientists while 

blowing away all manner of undead creatures. 
With a mouse instead of a light gun, the 
PC version feels a little bland, but 
with this demo we've saved you 
forking out £40, giving a nice 
excuse for some free 
mindless blasting. 




Hex:Enter 
The Gecke 


Publisher; Crystal Dynamics Release: Easter 
1393 Platfnrm: Win 95 Cnntrols; Keys 


he popular 

PlayStation character has finally arrived on the 
PC. Played in a similar vein to Nintendo's Mario 64, 
this game has 'cute' written all over it. 

Gex himself is so loveable that you 
almost feel sorry when he dies. 

Ultimately this game is yet another 
platformer, but it does at least attempt 
to try something different with the 
genre. This demo gives you one level 
as a taste of the cute adventures to 
come, so give the demo a go and see if 
you fall in love with Gex as well. 



Xenocracy 

Hpologies to anyone trying to run the Xenocracy demo and finding that it 
does not actually work. It seems that some of the files have become corrupted 
and as a result the demo will not install correctly. Never mind, if you're a 
regular reader you'll already have read our review a couple of months ago and 
know exactly what the game is all about anyway. If you're still keen on 
checking out Grolier's space combat simulation, then we'll have a brand 
spanking new demo for you next issue. 
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Dungeon Keeper 2 

Publisher: Bullfrog Release; November Platform; Win 95 Controls: N/A 


LIhis is an hilarious rolling demo to advertise Bullfrog's Dungeon 
Keeper 2. If you don't already know, the actual game involves you 
building up your own dungeon with its many inhabitants. To break this up, 
the dungeon is constantly being intruded by the outside world, with heroic 
adventurers often attempting to steal your loot. This gives you the 
opportunity to then lay traps or send your dungeon inhabitants after them 
in an attempt to stop your dungeon being ransacked. The new sequel 
follows the same premise, including multiplayer options and adding a few new 
features, but this demo gives you a taste of the warped humour of the game. 


Eidos CD 

Publisher: Microsoft Release; Out Now Platform: Win 95 Controls: Keys 



I 


N 


R 


T 


I 
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A* s you are fully aware by now this months issue comes 
with two CDs. If you're wondering where the CD 
instructions are for the exclusive Eidos CD, then flick 

through the magazine to page 130. Here you'll find a special supplement detailing exactly what you'll find on the CD and how you go about using it. On the 
Eidos CD you will find stunning playable demos for Dominion, Final Fantasy VII and World League Soccer '98 and Commandos: Behind Enemy Lines. You'll also 
find rolling demos for Daikatana and Deathtrap Dungeon. ■ 
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This month, as news breaks ahout the end of the legal battle over Civilization, Eidos annonnce a 
seqnel to the hard-as-hell Cammaoilas, and a hot new 3D card prepares for Its debut. 


EDITOBIAL 


O efore I start to wax lyrical 
about what great stuff we've 
packed into this month's issue, I'd 
like to apologise to all of you who 
have bought the magazine 
expecting to see a wonderful new 
look (as promised in last issue's 
Next Month feature). We had hoped 
to have a new, fresh design in place 
for this month's issue but alas, time 
once again conspired against us as 
we sought to get the magazine out 
onto the shelves on time. You can 
expect to see the new look for the 
next issue, and from the way it is 
shaping up, hopefully you'll agree 
with us that it will have been well 
worth the wait. 

Anyway, with that out of the 
way, what about this month's issue? 
We've got loads of great exclusive 
previews and First Sightings for you 
this month. Leading from the front 
is Bullfrog's Dungeon Keeper JOf. The 
sequel to one of last year's best¬ 
selling games. Dungeon Keeper il 
promises to be everything the 
original was and a whole lot more 
besides. Following this we take an 
exclusive first look at Gremlin's 
Actua Soccer 3 and Cendanfs 
impressive strategy title, Caesar 
in. Amongst the games previewed 
this issue are Populous: The 
Beginning (yes, it's nearly there!), 
Carmageddon 2, Fallout 2 and the 
absolutely breathtaking Grand 
Prix Legends. 

This month's review section 
contains over 20 full and budget 
priced reviews, including Ion 
Storm's Dominion and Red 
Storm's Rainbow Six. Following 
these you'll find a full solution 
to the brilliant new X-Files game 
and the second part to our epic 
Forsaken guide. 

The only thing left for me to 
mention is the two stunning CDs 
we have for you this month. On 
one you'll find all the latest 
playable and rolling demos for 
great games such as Dungeon 
Keeper II and StarCraft, whilst on 
the other you'll find a whole 
host of Eidos demos, including 
Dominion and Final Fantasy VII. 



these ^ 

two new products will be 
from World War 
although I'm sure the same 
brain that concocted 

Commandos will think of more fiendish missions based in 
that time frame. The commandos are still an active unit, 
so more recent campaigns could well be included. 

Whenever it's set, though, rest assured that 
Commandos 2 (and the expansion disc) will probably keep 
its tongue in its cheek and be equally as challenging, 
while still retaining that curious playability. ■ 


■ '1^ ■ ith Commandos: Behind Enemy Lines now riding 
high at the top of the charts, most of you are 
probably familiar with its strange blend of insane 
difficulty and addictive playability. Now, for those lucky 
few who may be getting close to completing it, Eidos 
have announced that they will publish the sequel by Pyro 
Studios - imaginatively titled Commandos 2 - and also a 
data disc due in early 1999. The sequel will feature 
more real-time action/strategy with its intuitive . 


With Commiiiliis still topping the charts at the moment, we were surprised to already here news ahout the follow-up. Still far too early for new screenshots, hut it will look as good as these 
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More Uitim@te gaming 

Kalisto, the developers behind the top racing game. 
Ultimate Race Pro (well, with a name like that!) have just 
announced that they are working on a new title using the 
basic engine from that game. Ultimate Race Rally will take 
players off-road, offering exdting courses, major multiplayer 
options and a host of smart cars to compete against. We are 
not certain of the exact scheduled release date, but we do 
think it will reach us before the end of the year. 



Eidos make a Packed 

Eidos have launched a CD-Rom magazine entitled Packed 
to be made available through software retailers. Absolutely 
free, the disc will offer news and competitions relating to 
recent Eidos products as well as seven demos, including 
the likes of Final Fantasy VII. Not that you need it 'cause 
we've got 'em all on this month's cover CD anyway! 

However, if you're still keen to get a copy, get in quick as 
there are only(!?) 100,000 available. 





oUowing up on the huge success of TOCA Touring 
I Cor - it remains in the top twenty - Codemasters 
have announced plans to release a sequel in time for 
Christmas. The game, to be called TOCA Touhng Car 2, is 
pencilled in for a November release and looks certain to be 
up there, vying for pole position in the Christmas charts. 

Keen to build on the success of the original game, 
Codemasters in-house development team (which created the 
first TOCA) have developed a new, advanced graphics engine 
which should deliver even more stunning graphics. Details 
as to what the new engine can offer remain sketchy, but 
from the screenshots we've seen, the game certainly looks 


the business. As well as a 
new graphics engine, TOCA 2 
will also boast all the cars, drivers 
and rules for the 1998 season. There'll also be twice as 
many tracks as in the original game, offering a more 
protracted challenge for the experienced TOCA player. For 
those new to the whole TOCA experience, Codemasters are 
promising that the game will be as accessible as possible, 
to make it easy to get into. 

The news of TOCA 2's pre-Christmas release took on far 
greater significance with the news that Codemasters' big 
summer hope, Bnan Lara's Cricket^ is to be delayed. Having 
missed most of the cricket season already, the Warwickshire- 
based company has decided to postpone the game's release 
until either the start of the World Cup tournament later this 
year or the start of the 1999 cricket season. ■ 


Codemasters vie for 
Christmas poie 


The 

heautifui 

game? 


biSoft are no strangers to the world of arcade 
footy sims, having kicked PUMA World Football 
into the stores last year, but they are new to football 
management games, something they hope to change with 
the forthcoming release of Football World Manager. 

Developed by Caffeine Software, Football World 
Manager promises to be one of the most comprehensive 
and detail-rich football management sims ever. Ask any 
Championship Manager fan what they love most about 
the game, and most will come back with the same 
answer: the huge database of real players with accurate 


So the big question: If you were In charge, what would you do to David Beckham? 


IJit^ 


skills and stats. This explains the ambitious 
plans of Caffeine Software to have over 25,000 
active players in the game from over 1000 
different clubs from around the world. Other 
features of the game include its Windows 95- 
style interface (with pop-down menus for 
ease of access), a comprehensive range of 
help options for the uninitiated and a 
realistic match engine. 

Football is enjoying something of a renaissance 
at the moment, and it's not surprising that so many 
companies are keen to cash-in on the sport's increasing 
popularity. At the moment Psygnosis, UbiSoft, Eidos and 
Europress are just a few of the companies working on 
football management games. ■ 


MORTAL KOMBAT 4 

Mortal Kombat moves into the 3D 
realm for the first time in the 
latest version of this classic beat- 
'em-up series. Slated for an 
October release. Mortal Kombat 4 
will feature fifteen different 
characters, each of which boasts 
at least fifteen unique moves. 
Players of this arcade conversion 
can expect all the stunning 
combos and gory graphics that 
we've seen in earlier versions, 
along with loads of new special 
effects. If you can't wait until 
October for some classic beat-'em- 
up action, check out this month's 
reviews section for a report on the 
latest Street Fighter title. 
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All apologies 

Sincere apologies go out this month to Relic, the proud 
developers of Homeworld, relating to last month's error in 
our First Sighting on the game. We wrote that the game was 
published by The Gathering of Developers and not Cendant. 
Also, unlike the game Max Payne, Homeworld is due for 
release much sooner than the printed spring 1999. Expect 
to see Homeworld before Christmas. We try to keep 
mistakes to a minimum, unfortunately a few slip through. 


LucasArts put eye over Remedy 

LucasArts recently threatened to sue Remedy Entertainment 
because the top half of their logo (allegedly) looked too 
similar to LucasArts' internationally recognised emblem. 
Scott Miller, president of Apogee and partner of both 3D 
Realms and Remedy, defended claims by LucasArts' 
attorney, John Sullivan, and said that the logos looked very 
different, but both did include an eye. Remedy agreed to 
change the logo to avoid the legal fees. Who's the bad guy? 





Each month, thanks to GamePlay, one UinMATE PC 
subscriber will win the top five PC games. 

I Commandos: Behind Enemy Lines! 
I Eidos Interactive 

^ Microsoft Plus! W98 

■ Microsoft 

I Premier Manager '98 

I Gremlin Interactive 

[ Final Fantasy VII 

Eidos Interactive 

; World Cup '98 

I EA Sports 


Unreal 

International Cricket Captain 
Championship Manager 97/98 
Titanic - Adventure Out of Time 
Tomb Raider II 
Ultimate Soccer Manager 98 
Microsoft Flight Simulator 98 
Quake II 
Age of Empires 
Worms 2 

Conflict Freespace: The Great War 
X-COM: Interceptor 
Quake II Missions: The Reckoning 
TOCA Touring Car Championship 
^ Grand Theft Auto 


This moRtb’s Top 20 games. Compiled by 
EUPA and in conjORetion with Cbartrack. 


GT Interactive 
Empire 
Eidos 
Europress 
Eidos 
Cendant 
Microsoft 
Activision 
Microsoft 
Gremlin 
Interplay 
Microprose 
Activision 
Code Masters 
Take 2 


This Month's Winner: Mr. P. Rickard, Eastbourne 

_ 

Ultimate PC’s Charts are sponsored 
by mail order specialists Gameplay. 
Tel: 0113 234 0444 
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Another top-looking game from those chaps at Cavedog. Well, Amen to that then! 


Well not exactly soon, but ifs coming 
all the same. You may now have to 
wait until next year before you get a 
chance to play Diablo 2, but we 
thought you might wish to see a bit 
more on the game. Also check out 
this month's disc for a rolling demo. 

The game - obviously the 
follow up to Blizzard's Diablo ~ has 
been heavily refined and updated, 
though you will recognise many of 
the game's features. In Diablo II, 
players return to the dark gothic 
world as one of five distinct 
characters. These characters will 
have different combat moves and 
characteristics, and in true RPG 
style, will improve with 
experience. The game will have 
new enemies, four huge towns and 
many mysteries to uncover in this 
massive new world. 


Cavedog: The mott’s outs 


PTEMBER 1998 


n evelopers of the highly influential Total 

Annihilation, Cavedog, have been busy working 
on a number of exciting titles due for release between 
now and the start of next year. To capitalise on their 
excellent Total Annihilation engine, Cavedog will release 
Total Annihilation: Kingdoms. Kingdoms is due to ship in 
early 1999 and will bring a fantasy angle to the real¬ 
time strategy genre, so expect more magic than muscle 
but still all the huge maps and 3D models. Aside from 
the RTS genre, Cavedog are expanding into role-playing 
areas with Amen: The Awakening. This first-person 3D 
title game puts players against the chaos of the end of 
civilisation as a British commando. Their other RPG 
title. Good & Evil, looks to be adventurous in every 
sense of the word. A mix of RPG, RTS and adventure 
styles, this game is likely to push you and your PC to 
the limits. Finally, Elysium will provide gamers with an 
adventure like no other. Incorporating role-playing and 
adventure elements, Elysium could well be as good 
as the likes of Fallout, though it will be set in 
a much more dreamy world 
where anything that's not 
nuclear could happen. As 
you can see, there is 
more to Cavedog than 
meets the eye. ■ 


Cavedog prove that there’s more to real-time strategy than just building tanks 
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"This is going to be BIQ in every 
sense of the word." 

Prepare to be immersed into a world of intrigue and mystery on a 
perilous quest to rescue a storied land from impending war. Even your 
own soul is at stake as you and a party of adventurers become entangled 
in a dangerous riddle of betrayed alliances, dark prophecies and murder. 

Will you become the unlikely hero of the story, or merely another of its 
unfortunate casualties? 

Before you answer, the big guy here might have something to say about it. 






intricate CATACOMBS & temples 


EXPLORE 

INVOKE «tal00 

CO NTROL every aspect of YOilF character 

PUMMEL your enemies to 

DEATH! 


spells 


"Here's a true role-playing 
game... a 1998 blockbuster!" 

www.interplay.com 




' ' ©1998.B)0War£! Corp. All rights reserved. BALDUFTS GATE, FORGOTTEN REALMS, the FORGOTTEN REALMS logo, ADVANCED DUNGEONS & DRAGONS. AD&D, the AD&D 
logo and the TSR Idgo are trademarks of TSR, Inc. subsidiary, of Wi 2 ards of the Coast, Inc., and are used by lnterplay.ohder Jtcerise. Interplay, the Interplay logo and “By Gamers. 
r’AI I Mr\\A/ rUVl m/ob AOzyat GaOr^.",are trademarks of Interplay Productions. All rights reserved, the BioWare logo is the.trademark of BioWare Corp. All rights reserved. Exclusively licensed and 

CALL NUW WN U.lOiO 4i37'iiP,, ■ distributejJ bylnterplay Producjlons. ah other copyrightSiand trademarks are the property of,their respective owners. 







NEWS 


Techworks Power 3D 2 

Based In Cork, Ireland electronics manufacturer Techworks 
(UK) Ltd., have the unique distinction of being the only 
European manufacturers of 3Dfx-based Voodoo 2 graphics 
accelerator boards. Their high-quality boards are available 
in both SMB and 12MB flavours and retail at the 
remarkably low price of £149 and £199 respectively. 
Contact Techworks on 01753-898531, or visit their 
Website at www.techworks.com 



Happy happy Joytech 

With all the Formula One racing sims around at the moment, 
the market for PC steering wheel controllers is starting to 
pick up. With this in mind, Eddie Jordan of the Jordan 
Racing team has teamed up with peripherals manufacturer 
Joytech to endorse their new Jordan Grand Prix Racing 
Wheel. The product will be available for the PlayStation and 
Nintendo 64 as well, and goes on sale on August 14th, 
priced at a reasonably competitive £60. 
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as they set out to earn wealth through extortion, robbery 
and black market trading! Controversial it might be, but 
damn good fun as well from what we have seen so far! 

Rather than opting for real-time strategy or turn-based 
gameplay, developers. Hothouse Creations, have opted for a 
bit of both. The game is split in to turn-based and real-time 
phases. During*the turn-based phase players will be given 
the chance to plan burglaries, set up extortion rackets and 
trade on the black market. During the real-time phase 
players can watch their orders being executed by their 
'employees' and can react to situations that might arise. 

Of all the features that Gangsters boasts, perhaps the one 
that promises to define it more than anything is its AI. 
Hothouse, big fans of the Civilization games, are keen to to 
ensure that Gangsters offers the same level of single player 
appeal as Sid Meier's brilliant Civilization II, and have been 
working tirelessly in pursuit of this. If they succeed, this could 
well be one of the best strategy games this year. ■ 


As well as currently developing 
the strategy Star Wars game 
Force Commander, LucasArts 
also have another game in the 
pipeline with the hugely 
popular license attached to it. 
However, Rogue Squadron will 
mainly feature arcade gameplay, 
with the player climbing into 
Skywalker's flight suit and 
entering the Star Wars galaxy 
for some intense air to air and 
air to ground combat using X- 
Wings, Y-Wings, A-Wings, V- 
Wings and lots of other Wings 
no doubt! 

The game's story is set in 
the period between Star Wars: A 
New Hope and The Empire 
Strikes Back, as Luke takes on 
the Galactic Empire. 

The game features various 
camera perspectives, real-time 
lighting, engine glow, smoke 
effects and many more to 
immerse players yet again into 
the Star Wars universe. 


Crime does pay! 


idos will be looking to mow down the opposition 
I with the forthcoming release of their new strategy 
title. Gangsters. Set in a 1920s Chicago-style city, the game 
casts the player as a leader of a mob of gangsters who they 
must manipulate to help them take control of the city. 
Against them are three rival gangs, each trying to achieve 
the same goal. To succeed players will need to be ruthless 


Premier League 
Monopoiy 
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A Sports' quest to own every sporting license 
in existence took another step towards its 
conclusion recently when they signed exclusive rights to 
the FA Premier League. On the back of this is planned 
FA Premier League Manager '99, plus an arcade soccer 
game next year. We're promised it won't be just an 
updated FIFA, but an entirely new game in its own 
right. And just to emphasise the fact, FIFA '99 will be 
coming out as planned as well. EA are also in discussion 
over the FIFA license, which expires next year, to tie up 
a new a deal taking in the next two World Cups. What's 
more, they're lining up bids for other major European 
leagues including Serie A, the Bundesliga and the 
Spanish Primera Liga. 

The downside is that the new deal could mean all 
strips, stadiums and team and player names becom 
exclusive to EA, effectively marking the end of 
unofficial developments like CMS. This isn't 
confirmed at the moment, but there's sure to be 
uproar from CM fans and computer footy players 
in general if we have to put up with the likes of 
Newcastle City and Toddy Shoringham to get 
around it. Use the 
logo, EA, but don't 
be tight, eh! ■ 


SPORTS 































Whatever next? 

From Pinball Games Limited comes an interesting version of 
the countless football-related games released in this World 
Cup yean Pinball Soccer '98. The publishers claim that this 
game will feature free-kicks, comers and penalty shoot-outs 
on two different tables, with the option of two-player 
simultaneous on-saeen action. Quite how all this would 
work I don't know, but I hope the developers do! Perhaps 
the most fun of this aspect will be playing over the Net 



NovalogiG’s special force 

The rapid expansion of the Novalogic combat universe looks 
in no danger of slowing down. The newest title they are 
working on is Delta Force. Based on the US Army's top secret 
special forces unit, the game has a Commandos feel to it, 
but is obviously far more advanced than the now aging 
classic. As always, Novalogic have put the emphasis on 
multiplayer, with more than 40 specially designed missions 
to spray with ballistics from a wide range of weapons. 


New Civilizations 



he lengthy legal battle between Activision, MicroProse 
I and Monarch Avalon, Inc. over who owns the rights to 
the popular Civilization brand name has finally drawn to a close. 
Civilization and Civilization 2, designed by the legendary Sid 
Meier, are among the most popular computer games ever made, 
but when Sid left MicroProse for Activision, ownership of the 


franchise to produce further Civilization games was disputed. 
Monarch Avalon are the parent company of Avalon Hill, who 
produced the original board game on which the computer game 
was based. The result of the out-of-court settlement means that 
MicroProse retain ownership of the title and can go ahead with 
work on the online version of Civilization II and Civ III, which is 
due out sometime next year, while Activision's upcoming 
Civilization: Call to Power and any further Avalon Hill products 
will be released under a license agreement from MicroProse. 
Activision retain the right to produce the PlayStation version of 
Civilization in every country except Japan. ■ 



RECOMMENOfn 
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OUAKEII MISSION 
MGX2: 

SROUND ZERO 

So you've mastered Quake II, went 
out and bought the first mission 
pack {The Reckoning) and now 
you're gagging for the second. Well, 
Ground Zero is soon to arrive thanks 
to Activision. As well as featuring 
three new weapons, including a 
whopping great Chainsaw, ETF Rifle 
and Plasma Beam, fourteen single 
player missions can be challenged 
along with new enemies (including 
the Black Widow, nirknamed the 
'Queen Bitch') and power-ups. On 
the multiplayer side of things, ten 
dedicated areas have been aeated, 
as well as a selection of special 
power-up treats such as the 
Vengeance Sphere, Hunter Sphere 
and Anti-matter bomb. Will the 
Quake ever calm down? 
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OUTER SPACE 



Jose Chung 


Final fantasy VII 


I he latest in the famous series now available on the PC was definitely worth the wait. This is by far the most 

* impressive RPG to enter an overcrowded market in ages. With its sense of atmosphere, depth of storyline and pure 

playability, this has defined the next stage of the RPG genre's evolution. Its free-flowing structure means there is always 
somewhere new to explore, taking the game in a different direction. If you like your games long, involving and epic in scope. 
Final Fantasy VII is most definitely the game for you. 


The X-files 


A lthough FMV point-and-click adventures are not to everyone's tastes, this is definitely worth a look. Playing like an 
interactive episode of the TV series, this intelligent and engrossing adventure will keep you playing through any 
alien abduction, and with more twists than a Curly-Wurly, this is going to tax everyone's investigative skills. This is no simple 
collage of old footage either, as it's all shot by the makers of the TV series, ensuring authentic X-Files locations and 
characters. Trust no-one (except Ultimate PC): buy this game. 



MechCommaniler 


A nother real-time strategy game, but this has a proven pedigree to it in the from of the BattleTech role- 
playing games. With its easy to learn control system, this should appeal to more than just strategy 
fanatics, and before you know it you'll be spending hours contemplating how best to set up your 'Mechs before 
charging them into battle. The battlefields themselves are beautifully presented, and there are certainly enough 
little features in this game, like the sheer variety of individual 'Mechs, that together add up to an original and 
enjoyable gaming experience. 
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Outrage-ous! 

Inspired Publishing have teamed up with Sega veterans 
NMS Software to produce a forthcoming radng/combat 
game taking the PlayStation's Wipeout as Its Inspiration. 
Called Outrage, It will feature Incredible lighting effects, 
with mist, day and night effects, and damage will visibly 
affect the vehicles. With a wide selection of vehicles, each 
handling differently, this could be the race/combat game 
the PC has been waiting for. 



I am not a liar 

Black Friar studios have just developed a He detector, 
complete with a sensor that measures sweat and a 
computer programme for analysing the results. This 
could lead to many friendships being tested by dark 
secrets being revealed Inadvertently under the pretense 
of 'a bit of fun', but then perhaps I'm just an old cynic 
at heart. Either way, with a price of only £19.99, this 
could make a rather Interesting purchase. 



Well, maybe! Despite rumours that q; 
Cendanfs most exciting release of ^ 
the year was going to be released 
at the end of this month, chances 
are we won't see the game arrive 
on the shelves until October. 

Half-Life, which will be 
competing with the likes of 
Activision's Sin and a variety of 
other first-person shoot-'em-ups. 

Is set to feature some stunning 
AI, plenty of gore and hour after 
hour of gameplay. Its multiplayer 
features recently covered In 'Net 
News' are also something worth 
looking out for. Could It possibly 
kick Quake 11 and Unreal out of 
the way? We think so! 



U ardware kings, Saitek, p A 

have announced a new K 

range of PC peripherals to help take your I 

gaming to a new level. The Microsoft W H 

licensed R4 Racing Wheel will be available ^ 

in standard form, or thereTl 
be a force feedback model 
if you're prepared to shell 
the extra few 
for be an 

when the likes of Grand Prix 

Legends and GP3 appear over the next few months. 

It's certainly a mean looking set-up, with the 
wheel, built in gear lever and pedals for the most m 
realistic driving experience yet, and should be M 
available around the £200 mark. IH 

The Cyborg 3D stick is an analogue flight * dk 
sim-style joystick with a definite futuristic i 

flavour. 'Styled like an Olympic weapon' says the \ 
press release. Not entirely sure what they're on \ 
about there, but the big innovation is that it can 
be set up for right or left-handed players, making 
it - as far as we can remember - the world's first 
ambidextrous joystick. B 

Staying on the stick tip is the X36 stick and throttle 
set-up, which'll have flight sim fans drooling over their 
keyboard overlays. 

Last but not least comes the Cyborg 3D pad - an unusually 
ergonomic design featuring a digital pad and mini analogue 
stick ideal for all kinds of arcade games. In addition, a range of 


traditional pads 

are available, and we'll 

be covering the whole lot in 

more depth as soon as we can get hold of some samples. ■ 



This month we managed to get our hands on some new 
screenshots for you, giving you an Idea of the complexity and 
depth of this new C&C game to hit the real-time strategy 
genre. Take a look at these new units, such as the Disrupter 


Tank that fires a sonic wave of amplified sound to destroy 
anything In Its way, the NOD laser turrets that replace the 
less powerful Obelisk of old, along with Advanced NOD Attack 
cycles which speed your troops to the front line. 
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Glovely dovely 

New from Hasbro Interactive is the weird Glover, a 3D 
puzzle game. Apparently an acddent in the Crystal Kingdom 
has dislodged the all-powerful crystals, and a pair of 
wizard's gloves fight each other to return all the crystals. 
You control the good glove, the evil glove tries to stop you. 
By manipulating the glove and ball, you are expected to 
traverse six themed 'worlds', defeating a boss at the end of 
each one, solving puzzles and overcoming obstacles. 



Randy ball zone 

Rage are set to release the PlayStation future sport 
game Dead Ball Zone on the PC under the name of 
Savage Arena. DBZ was published by GT, but Rage are to 
put the PC version out themselves in a move which will 
doubtless please all fans of that old dinosaur Speedball 
2. Savage Arena is based around a similar idea, with two 
teams of players trying to score points with a ball while 
beating the living bejeebies out of each other. 



iiniiiiin onnM 


SPEED BUSTERS 

Due later this year, UbiSoft's 
Speed Busters will crash onto 
your PCs. This game is supposed 
to be fast - really fast. It will 
feature six environments, 
arcade/championship and 
multiplayer options and six cars, 
but the best feature will the be 
the humour of the game. With 
references to popular culture (such 
as Jaws snapping at your car by 
the sea) and a distinctly retro feel, 
this game will sacrifice realism for 
speed and enjoyment, which won't 
be a bad thing (we hope!). 



Get Airborne! 

n mpire have just announced the release of their 
new World War II title. Airborne 101. The action 
takes place during the night before the amphibious 
invasion of France on June 6th 1944: D-Day. This game 
looks to be one of the ultimate challenges. You have to 
lead a squad of 18 paratroopers behind enemy lines to 
face a complete nightmare on one of the most important 
days in history. 

The title fits snuggly into the action/strategy genre, 
not too dissimilar to this month's main review title. 
Rainbow Six. The men from the 101st Airborne division 
need your skills to complete a series of skirmishes. 

Players will be able to play over the Internet with up to 
three other players via modem, LAN or the Internet, 
traipsing through 42 maps worth of Normandy grasslands. 
Players must choose a crack squad from 48 paras, each 
with his own characteristics. The title looks set to take 
the skies at the end of September. ■ 



The Rapide Publishing paintball team can get a little carried away sometimes... 


Perweiia 3 



Dlabs, manufacturers of the popular Permedia 2 
I graphics accelerator chips, have announced 
the launch of the Permedia 3, a new accelerator with a 
truly mouthwatering specification. The true 128-bit 
technology and 16MB of on-board SDRAM or SGRAM and 
full support for DirectX 6 put the Permedia 3 in direct 
competition with 3Dfx's powerful Voodoo 2 chipset. 
Permedia 3 can render textures at a rate of 125 million 



■ Snhmced 
Delta 
Setup ' 
Engine : 


lO^CDPort 


pixels per second 
compared with a single 
Voodoo 2 which can only 
(!) manage 90 million. 

Permedia 3 also supports 
full bi-linear and tri-linear 
mip-mapped filtering, 
fogging and anti-aliasing 
for all the latest special 
effects, and also uses a 
technique called virtual texturing, which allows much 
bigger textures to be used. 

Up until now, Permedia boards have been mainly 
used in graphics workstations for things like CAD 
programs and 3D editing, but 3Dlabs are hoping that 
the powerful new Permedia 3 will find its way into the 
games market. A lot of popular games already support 
Permedia graphics, and since the Permedia 3 supports 
Open GL, many other games can take advantage of its 
stunning performance. ■ 



3Kabs 

PERMEDIA 

POWER 


Pervasive 3D 
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you can race me then 
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■ he original idea Rage had for this 
® game was a new take on the classic 
Carrier Command. Hostile Waters is set to put 
players in control of a highly technical sea-based 
force located in and around a chain of islands. 

Your force is commanded from a huge great 
carrier which holds everything you need in 
combat. Essentially the game will play in a 
similar way to Battlezone. The units in the 
game are much more valuable to you, though, 
and each has a black box unit (holds battle 
experience) which is invaluable and needs to 
the retrieved once a unit has been destroyed. 
The game looks to have a lot of versatility. You 
will be able to design your own units such as 
tanks and various weapons to try and compete 
with the animal-like enemy that is taking over 
the world. Rage have said they wanted to make 
the game have great depth rather than 




complexity so, as ^ , 

with Incoming, the ^ 

controls will be 

between their ' "’T,, 

vehicles with the ^ 

touch of a button. 

They have also ^ 
been working hard 
on the AI. Players 
will be able to 
choose different AI ‘ 

chips for each of 

their units, giving some the command over 
others, thus enabling you to get on with other 
tasks safe in the knowledge that the rest of 
your units will get on with things on their own. 

All the units in the games look 
impressive, especially the radically different 
alien race, and there are masses of organic- 
looking buildings and machines that suck the 
energy out of the ground and spread like 
weeds across the landscape. Swarms of 
insectoid creatures emerge from stations like 
nightmarish flowers from demonic buds - the 
guys at Rage must have be first in the cue 
when they were showing Starship Troopers! 
With a range of planes, copters and tanks at 
your disposal, you have a good chance of 
ridding the pestilence. We can't wait to get 
our hands on them! 






little green flying macnine 


nage nave eame ap witn a tap-iookieg title wttti fantastic vtsaal effects, yoa Jast aecP the riglit mactilae 
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Here we see Brazil, as ever, ap for 
a challeRie. This time tkey’re keen 
en wfniilRp and are a seal up! 


the 78 world teams they 
plan to include in the 
game. You can already see 
how the effort is paying 
off when you watch 
players rush to keep the 
ball in play, make creative 
diagonal runs and take up 
correct defensive ! 

positions. The difference 
in realism this achieves is 
stunning. This realism is 
heightened by the 

graphics card support, detailed animation and 
high polygon counts on each of the players. 

Unlike many football games, the control 
method seems to be very simple - one button 
for pass and one for shoot - so hopefully you 
will be able to just pick up and play, as the 
emphasis will be on player positioning to make 
shots rather than pressing a series of buttons 
anywhere on the pitch to perform tricks. 

Even though there are so many football 
games out at the moment and France '98 is 
part of history. Rage prove there is still a 
reason to get excited about footyj] 


me nts in tke gane are eefarnakte si 
IBfl realiy kaew wken yaa’ve seered 


■ he latest in the massive-selling Striker 
series of football games is Ruud Gullits 
Striker. But before you start thinking they have 
switched to a management format for the game, 
we should reassure you that this edition will be 
every bit the follow-up you have been waiting for. 
3ust like all of Rage's games, good looks, smooth 
animation and fun gameplay are the priority, but 
rather than just spending time making the game 
look pretty, the emphasis has been on the AI - 
how the players respond to situations off the bait 
their positioning and suchlike. This information 
has all been gathered from official football tactics 
videos used by the professionals, including 
England coaches and Ruud himself. By running 
through all the positions on the field using a 
tactics board they have tried to get as close to 
'real' player intelligence as they can. 

By going into so much detail they hope to 
effectively replicate the playing style of each of 





fxpeaiaMe will Be a mtt-an areade-style action game witn gtenty ef weapons and pewer-ups 









K age's other main title for next year is 
their Xommando'-influenced arcade 
shooter where you, the player, battle across 
visually stunning alien worlds in an attempt to 
rid them of alien scum. As Space Marines, you 
and a mate in two player co-op mode can run 
about shooting hell out of anything that 
moves, or doesn't. Loads of power-ups and 
weapons (napalm, flame-throwers, shard 
weapons, lasers and grenades) litter the world, 
which is full of tunnels, underground bases 
and alien nerve centres. Again, Rage have 
been keen to exploit graphic card support to 
make their explosions and special effects as 
gripping as they can. By using a cinematic-, 
style camera setting, Rage can manipulate the 
play to increase the intensity. 

Look out for Expendable before Christmas^] 
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Publisher: EA 
Developer: Bullfrog 
Release: November 
Web Site: www.bulirrog.co.uk 
Players: 1-8 
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Regular workouts can help keep 
glutinous monsters trim 




scuttling creatures devouring the brave 
and/or foolhardy adventurers who enter 
their catacombs spurred on by the 
promise of gold and riches beyond their 
wildest dreams. You know the types. 
They're all either Conan the Barbarian 
wannabes with bulging muscles and an 
unfeasibly sizable sword, dressed up in 
rabbit skin thongs and with dubious 
personal hygiene, or large-breasted 
ladies in skimpy armour and sweaty 
thighs to provide the female point of 


and board games F 

of its ilk that went 

before, was that the player took J 
control of the bad guys for a m 
change. Instead of controlling 
one of the aforementioned 
barbarians or warrior maidens, you 
were the Dungeon Keeper of the 
title. You had to build your dungeon 
and look after the denizens therein, 
paying them, keeping them happy and 
generally playing daddy to a load 
of heavily toothed nasties who 
needed a firm hand to keep 
them in line. It certainly 
gave a whole new perspective 
to the genre. These dirty 
underground pits of death and 
degradation don't look after 
themselves, you know. 

You began the game with ^ | 
just one room ~ the heart of 
your dungeon. You then had |f 
to connect it to a portal 
from which the various 
creatures could enter and 
inhabit your domain. Imps were 
used to build the passages and 
rooms that would make up your 
realm of chaos. You then needed to 
build hatcheries to provide chickens 
for the dungeon 

minions to eat if % 

adventurers were ^ 

in short supply, " 

training rooms to 

increase their fighting 

abilities and lairs for them to live 


* ■ i ullfrog have always been know 
for the originality of their 
titles. Rather than jumping on popular 
bandwagons they tend to invent their 
own genres then build on those - just 
check out this month's in-depth Bullfrog 
feature, starting on page 34. Dungeon 
Keeper was no exception, allowing players 
to create their own dungeon instead of 
just exploring someone else's. In a few 
months time the sequel to one of the 


a lot more strategy inYolYed 


view. Whether it's politically correct or 
completely sexist is entirely down to 
personal interpretation, which might 
make quite an interesting point of 
debate in itself! 


most popular multiplayer games ever is to 
be launched on an unsuspecting public, 
so UPC hightailed it up to Bullfrog HQ, 
and this is what we saw... 

First some background. Newcomers 
to the world of Dungeon Keeper are 
bound to have seen this type of setting 
before. Dark, dank subterranean 
passages populated by various nasty 


What made Dungeon Keeper different 
from the countless fantasy computer 


Imgs are too small to be much use in a scrap, but ioitispensable odd-jobbers around the dungeon 
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needed to pay for spells and any 
other magical business you might get 
up to. This is generated from claimed 


non-reinforced ones. 

A new element which will effect 
the way players plan and build their 


iHLMcrtlRjL NliSi 
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As you can see, ttie resolution of the graphics is far higher this time around, making everything a lot clearer so yon can enjoy that iimh-severing action in even more grisly detail. Mmmm 
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nnil’T FIAR THE REAPER 


Any dungeon teaming with ravenous, 
nasty and spiteful creatures would 
quickly degenerate into chaos without 
a strong figure to bring some degree of 
order to the proceedings. That's where 
the Horned Reaper (i.e. you) comes in. 
He's not a pleasant fellow. Just take a 
look at the interview on this month's 
CD and you'll see that he's really not 
the kind of chap you'd want to meet... 
well, anywhere really. 

As Keeper of the dungeon it's up to 
the horned one to make sure the 
population pull their weight, don't slack 
and are kept happy. Creatures can be 
picked up and dropped anywhere in the 
labyrinth and slapped to make them work 


faster (though this also causes them 
some damage), but you can't just rule by 
fear. There has to be some incentive for 
them to maintain their duties, therefore 
you have to mine gold to pay 'em once a 
month or nothing will get done. Anyway, 
you can always build them a casino and 
get all the money back later! 


It’S 


Strategic, will deli 

ju__=_ ims _JL_■ 


areas, so the Larger your dungeon, 
the more mana you'll be able to 
accumulate. The flip side is, 
obviously, that a larger dungeon is 
harder to maintain and defend 
(reinforced walls will now 
crumble and weaken if not 
attended to periodically) - 
it's a fine balancing act. 

To perk things up new 
spells such as the Tremor have 
been introduced. This 
particular little delight sends 
shockwaves out through the 
dungeon, causing creatures 
to fall over and walls to 
weaken. New traps and 
nasties like the half¬ 
spider, half-woman 
Maidens of the Nest further 
increase variety, ensuring 
there'll be plenty 
for DK veterans 
teeth into. 


Rendered harmfel 

By now you'll probably have seen the 
DKII commercial on this month's 
cover CD, and that's a pretty good 
demonstration of the quality of 
rendering in the new game. In any 
case, you know Bullfrog are 
going to heap lashings of polish 
onto the final product. This was 
another aspect of the original 
that was slightly disappointing, 
but the chaps have clearly 
learned their lesson. 

Graphically, DK is looking very 
dated now, even though it's 
^ only been out a year or so. 

‘ The first-person view when 
you possess a creature is 
laughable, especially in the 
light of the latest 3D engines. 
However, even in the zoomed- 
out view, which is the one most 
commonly employed during play, it 
still looks very pixelated and 
I 


no 
qu 
exi 

you have invaders coming in from 
various directions, it certainly doesn't 
help the process of quick and decisive 
decision making. Coloured lighting 
effects and a choice of resolutions 
depending on the power of your 
machine will make DKII infinitely 
more presentable. The creatures 
themselves are being souped up as 
well, switching from flat 2D sprites 
to true 3D polygon characters, making 
them look a lot more lifelike, 
especially in first person mode. 

The original DK spawned a huge 
multiplayer community, and with a full 
range of network, Internet and modem 
options, the new title is set to bring 
even more Dungeon Keepers 
together from all over the world. 

In short everything has been 
tinkered with: it's cleaner, 
sharper and more strategic, will 
delight fans of the original and 
convert the uninitiated. There's 
a long way to go yet, however, 
with a full release not 
expected until November time, 
so keep your eyes and ears 
peeled for more news on this 
massive title. ® 
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fbe fin series finally came of age wRh Werli Cuf ’S8. Eremlln are looking to do the same 
at the third time of asking wtth their own fnothall dynasty, so let’s go straight to the stadinm... 


Publisher: Gremlin 
Developer: In-house 
Release: October 
Web Site: www.gremlin.co.uk 
Players: 1-8 




s the World Cup fades into 
memory it's time for every 
Englishman to close yet another chapter 
in the book of football heartbreak and 
look forward to another domestic 
season, with the usual misplaced 
optimism reserved for anyone who 
doesn't follow Man Utd or Arsenal. But 
wait. Could this be Wolves' season to 
finally make that long-heralded return 
to the top flight? Can Southampton 
mount a surprise title challenge? Well, 
no. But with Actuo Soccer 3 these 
hopeless dreams could be realised, 
albeit inside your PC! 

After the highly playable but short¬ 
lived appeal of AS2, Gremlin are pulling 
out all the stops to make the third title 
in the series the classic the others have 
threatened but not quite managed to be. 
The principle grievance with AS2 was 
that despite being a vast improvement 
over the original, it lacked long-term 
playability. You could pick it up and play 
off the bat, but there wasn't a lot of 


flexibility after you got the fairly 
simplistic passing and shooting sussed. 
Well folks, if it's flexibility you want, 
then flexibility you shall have. 


He shoots 

Though retaining the basics of AS2, 
the gameplay is being given a 
complete overhaul, along with the 
control system, for an altogether more 
realistic footy experience. It'll still be 
possible to pick up a pad and have a 
decent kickabout, but for the more 
experienced player there'll be a whole 
host of advanced features to master. 
The long pass, for example, will now 
have a power bar which increases the 
longer the button is pressed, and this 
can work in a couple of different 
ways. When crossing, a quick stab will 
produce a low driven cross, while a 
longer press enables a lofted ball to 
the far post. When breaking from the 
back it'll also allow weighted balls to 
be delivered in behind the opposing 
defence, as the lad Hoddle used to do 
during his playing heyday. In addition 
there'll be the ability to lay the ball 









nnore j/j 







The players seem to have a lot mere weight to them now compared with earlier versions. A bit like PanI Gascoigne when yon come to think about it, eh? Boom Boom! Alright, please yourselves... 
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The gameplay is being given a cnmpiete nverhaui, 
fnr a mnre reaiistic fnniy experience 


off square, pLay through balls, one- 
twos, in fact almost anything you see 
on Match of the Day, you'll be able to 
recreate in Actua 3. There are also 
some of the more sinister aspects of 
the modern game included, like 
elbows, studs-up challenges and the 
dives which were in such diabolical 
abundance during France '98. 

You won't be limited to just the 
English league either. In fact you're 
hardly limited at all. 25 leagues are 
included from around the world, 
featuring a vast 450 teams and a 
colossal 10,000 genuine players, all 
with accurate stats and abilities. As if 
that wasn't enough, there'll be custom 


options as well, enabling players to 
create and name their own sides, 
design a strip, create players and 
even import players from existing 
teams. Just think - you could create 
your own World Donkey Eleven! 

He scores 

If none of the preset leagues take 
your fancy, you'll be able to set up 
your own custom competition to your 
own exacting specifications via the 
incredibly detailed tournament editor. 
Any number of teams can be selected 
to play in any competition format you 
like; mini-league into knockout rounds 
like the World Cup, play-offs, full 



the player much else besides. A53, by 
comparison, will let you play as and 
against virtually any professional team 
you can think of. It's also fully 
customisable and jam-packed with all 
the options you could want to keep 
things interesting when the furore of 
the World Cup begins to fade. 


Most people around the office are in 
agreement that World Cup '98 is the best 
football simulation currently available 
for the PC. This is therefore the game 
which Actua 3 must beat if it's to take 
the title. WC '98 had the huge advantage 
of appearing on the back of the world's 
greatest tournament, but it doesn't offer 


lUllllifdl fiC^Ponald* 


knockout, penalties, golden goal, 
number of legs - whatever excites you 
most. Games are then played in any of 
the 30 world famous stadiums on 
offer, including the Nou Camp, Old 
Trafford, San Siro and so on. 

Sheffield United duo Simon Tracey 
and David Holdsworth were used to 
provide the motion capture data, which 
will bring each of the 500+ polygon 
characters to life, and this time the AI 
has been considerably improved to make 
sure they behave as they should. 

The game's due to go into beta 
testing shortly to make sure everything's 
working correctly and we should have a 
reviewable version in time for the issue 
after next. As it is, things are looking 
extremely encouraging. The graphics 
don't look as crisp as WC '98, but there 
are some nice lighting effects to give it 
that bit more visual depth. 

It's the vast number of options, 
however, that really set it apart. WC 
'98, great game though it is, sadly 
limits you to full World Cup or 
friendly match. Actua 3, on the other 
hand, will be a dream come true when 
it comes to multiplayer tournaments. 

If the gameplay measures up, this will 
be a big hit as the new season 
gathers momentum. ■ 




For a moment Alan was 
distracted by the lush new grass 
texture and nearly tripped! 
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What have the Romaas ever deee for us? WeH, there’s the reads, the aqueduct, medicine and 
CBSSBr III, a new ged game from the increasingiy impressive Sierra Studios. 


Publisher: Sierra Studios 
Developer: Impressions 
Release: Winter 1998 
Web Site: www.sierra.com 
Players: Dne 


SIERRA 

STUflIflS 


I don't know what sort of 
brainstorm has happened 
in Sierra's boardroom 
recently, but I'd sure like 
to know. Last year, the 
company was very much 
in the third division, with 
weak games and falling 
sales. As far as anyone in 
the industry could tell, 
their future looked pretty 
bleak. Then all of a 
sudden, in one of the 
fastest turnarounds in 
history. Sierra are back 
in the game with a new 
logo, a new corporate 
structure and a list of 
mouthwatering new 
games. Half-Life, 
Homeworld, StarCraft, 
Gabriel Knight and the 
Babylon 5 game are just 
the first wave of a quality 
drive which could push 
Sierra to the top of the 
league of games 
publishers. They have 
covered all the bases, 
with the best real-time 
strategy {StarCraft), the 
best first-person shooter 
{Half-Life), the best 
driving game {Grand Prix 
Legends) and in Caesar III 
they have what may be 
the best god game of 
them all. 




ucretia, peel me a grape! Tve 
I been playing Caesar III pretty 
much non-stop for the past four days, 
and I'm totally hooked. If I play it much 
more I'm going to end up wrapping 
myself in a bed sheet, marrying my 
horse and fiddling while my toast burns. 
Caesar III, for those of you who didn't 
see Caesar I or II, is a city building and 
management game set at the height of 
the Roman Empire, about 350 BC. If you 
can imagine a cross between Sim City 
and Settlers, but with the graphics of 


competition. When Microsoft's Age of 
Empires II arrives early next year, it is 
going to have to be something really 
special to compete with Caesar III. 

Cold cups of tea 

The one thing you can always say 
about games in this genre is that they 
are generally a lot more fun to play 
than to watch. There is something 
obsessive about the god game fan 
which will lead to them sitting for 
hours contemplating the intricacies of 


Once you’ve got the hang of building stable 
communities, the rest of it aii gets a iot easier 


Age of Empires, you have a fair idea of 
what to expect. What is more difficult 
to explain is just how utterly compelling 
it is. Even at this early pre-beta stage 
of the game's development, it already 
stands head and shoulders above its 



the economics of their little silicon 
kingdom. If you know anyone who 
plays Civilization then you know just 
what I mean. The level of detail simply 
absorbs the consciousness until the 
player is drawn into the life of the 
game. It is this phenomenon which 
makes me think that Caesar III is 
going to do well, because the level of 
intricate detail in the game is simply 
breathtaking. You don't just build a 
city and hope it works out. You have to 
provide your population with water, 
health care, education, entertainment, 
employment, food, shops, law & order, 
fire protection, defence, religion and 
yes, even the roads and the aqueducts! 



City of tiny people 

The graphics in Caesar III are 
absolutely beautiful. All the buildings 
are amazingly detailed high resolution 
renders based on actual Roman 
buildings. The population comprises of 
hundreds (if you're doing it right!) of 
animated figures, of dozens of different 
types, all going about their daily 
business. In the earlier games, you were 
informed of discontented citizens by on¬ 
screen messages. In Caesar III you know 




Typical. You spend all day building a lovely city for your people to live in, then tbe ungrateful wretches get all stroppy and burn it down. Where’s my fiddle? 
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when your people are unhappy because 
you see them rioting in the streets and 
torching the buildings! The terrain 
maps vary in size depending on the 
objectives of the scenario you are 
playing, but they all have rivers, lakes, 
trees and they will have realistic 3D 
shapes. In previous games, the city, 
the surrounding countryside and any 
battles all happened on different 
maps. In Caesar III, all the action 
happens on the same map. 

No complaints, noble leader 

When a game deals with this level of 
complexity, it can stand or fall on the 
strength of the player interface, and 
Sierra Studios obviously know this. The 
interface for Caesar III is clear and 
concise, and very intuitive and easy to 
use. You select the type of building you 
want from a series of menus, and simply 
click on the map to place it. A series of 
overlays can be placed on the map to 
show the coverage of things such as 


Starting from scratch, you have 
to build a working Roman city 
and keep the Emperor happy 


Imagine a cross between Sim City and Settlers, 
but with the graphics of Age of Empires 


water supply or education provision. In¬ 
game help and advice comes in the form 
of a Senate not utterly dissimilar to the 
Advisors in Civilization. The only thing I 
would like to see changed is the rather 
opaque economics system. As it stands it 


it would have to be radically changed to 
include multiplayer features. To do so 
would ruin the game as it stands at the 
moment, all for the sake of jumping on 
a gaming bandwagon. In that light, the 
decision to keep it single player only 
makes a lot more sense. Besides, does 
everything have to be multiplayer? The 


is very hard to tell how your trade is 
doing, or how to improve business in 
your city. Other than that, everything is 
peachy. Once you've got the hang of 
building stable communities, the rest of 
it all gets a lot easier. 

Wot, no Internet? 

Caesar III is a little unusual amongst 
modern triple-A releases in that it has 
no multiplayer features at all. This 
may seem like a mistake in today's 
connected world, however, I can see 
their point. Caesar III is designed solely 
to be a superb single player game, and 


game is also designed to run on a 
surprisingly low spec machine, with a 
minimum of a P90. 

I am looking forward to the end-of- 
the-year release of Caesar III. I think 
that it could just become one of my 
favourite games of all time. ■ 


The beautifully detailed buildings are based nn recreatinns of actual Roman cities. Your citizens need entertainment, religion and shopping to keep them happy [and willing to pay your taxes) 
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The game that started it all. It was 
initially rejected by every publisher who 
saw it until EA snapped it up and, hey 
presto, three million copies sold is a 
fare return on any such investment. It 
also marked the dawn of the 'God game' 
genre which has since become hugely 
popular. Unusually for a strategy game, 
it successfully made the transition from 
its native Amiga across the PC and ST as 
well as the 16-bit consoles of the time. 
A true classic in every sense of the word 
and one of the few games which can 
genuinely be called revolutionary. 


Les Edgar, Managing Director of 
Bullfrog and Vice President Electronic 
Arts European Studios. 


UPC: Tell us a bit about your 
background and job at Bullfrog 


LE: In 1978 I bought my first computer, 
a TRS80 model 1 with 4k and a crap 
cassette storage system. Unfortunately it 
was not converted from US 110 volts and 
ceremoniously blew up when I plugged it 
in! I took it to a Tandy shop in Guildford 
(where I was working as an electronics 
engineer, subcontracting to an MOD 
supplier) to repair it. Unbeknownst, to 
me, the repair guy put mains voltage 
across the Z80 processor and the RAM 
and told me it was completely knackered 
and that I should buy a new one from 
them. The nice lady owner of the shop 
sold me a new machine for £430 which 
worked first time. I was so impressed 
that I married the lady, sacked the repair 
engineer and expanded the shop into a 
computer only outlet, selling Spectrums, 
BBC computers, Vic 20 and 64s, etc. In 
fact, at one point we were selling around 
250 BBC computers (£400 + monitor + 
disk drive etc.) a week, which in 1982 
was some achievement. The only good 
software was Pacman, Defender, 

Scramble, Donkey Kong and a few others. 


W ho better to clue you in on what 
Bullfrog are really all about than 
their very own top bod. We tracked him 
down and subjected him to the most intense 
scrutiny - and this is what we learned... 


The company's second title 
adopted a similar viewpoint to that 
employed by Populous but was entirely 
based around war and conquest. The 
idea was to work through the colossal 
number of levels until eventually you'd 
worked your way across a vast map. 
Real-time strategic combat before 
Command and Conquer was even a glint 
in Westwood's eye... well, sort of. 
Powermonger was another innovative 
title and second big hit in a row for a 
developer quickly becoming one of the 
most respected in the industry. It was 
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later followed up by the World War I 
mission pack add-on disc. 
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While this was going on, in 1984 I 
started a company called Taurus. This 
company did all sorts of things including 
importing and exporting the little money 
grabbing devices that are fitted into one 
armed bandits - believe it or not, these 
are manufactured by Mars, the same bods 
who make the bars. Peter Molyneux 
joined shortly afterwards with the idea 
that we could design and sell bespoke 
databases - it looked like PCs were here 
to stay. We accidentally got involved 
with Commodore when they were about 
to launch the Amiga as a business 
machine and they persuaded us to write 
a user-friendly database for this new 
machine. Our product was unique - 
conceptually brilliant - you could store 
pictures, music and anything else digital 
in our database, it had a Windows-like 
environment, it was truly relational, had 
a 400 page manual written and 
'published' by yours truly and we pre-sold 
a few thousand copies, mainly in the US. 
Unfortunately the product broke one of 
the ten commandments of database 
design - it couldn't find the data after it 
had saved it! It had a huge number of 
bugs and it was costing a fortune in 
fixes and customer service problems. 

In 1987 I started Bullfrog while 
everybody at Taurus was frantically 
trying to build a version of the database 
that actually worked. All of the money 
we made from selling the database was 
rapidly disappearing and I believed that 
we would have a better future in the 
games world - development time and 
costs were a lot lower, if the game was 
not successful you learnt a lesson and 
moved quickly to the next one. There 
were no long-term customer support 
issues, and, most important of all, 
games are bloody good fun and we had 
lots of ideas to play with! So, I 
gradually transitioned everybody over 
from Taurus to Bullfrog and after a brief 
try-out doing a conversion to the Amiga 
for Telecomsoft (Firebird) of Druid II, we 
wrote our first game - a puzzle shooter 


It had to happen, and it did in 
1992. The follow-up to Populous 
was, to be fair, more of the same 
with a few knobs attached here and 
\ there. The same top-down 
^ viewpoint, a few tweaks, a few new 
spells but basically Populous again, 
and it sold by the truckload. The 
series is to be crowned with the 
stunning sequel due later in the 
year and previewed this very issue, 
so if you're reading this and 
thinking back to the hours you 
spent on it with bleary-eyed 
nostalgia, you might want to flip to 
page 44. It's coming home, it's 
coming home, it's coming. Populous 
is coming home... Nope - doesn't 
really work does it! 


The obscure plot and in-depth^ 
gameptay made Bene Wars more 
of a minority title 


called Fusion, also for the Amiga. It was 
EA Europe's first locally published game 
and did okay. But from our point of 
view it did brilliantly, as six months 
before we knew nothing about sprites, 

AI game engines, gameplay, etc. 

One Saturday I came into the office 
and saw Glenn screwing around with a 3D 
landscape that could be built and 
changed using 'blocks' - it looked brilliant 
and we both agreed we should do 
something with it, but couldn't agree 
what. We thought about a Lego simulator, 
a wargame, a landscape designer (!?). 
Everybody put their thinking caps on and 
we decided to try for a god game where 
you controlled people to do your bidding, 
in a real-world environment. I don't think 
we realised what a huge task this would 
have been, but unhampered through 
ignorance, we set about writing our ideal 
game. We developed the gameplay by 
adding features in during the day and 
playing in multiplayer mode at night. We 
developed the computer player strategy by 
adding features to thwart the other 
human players and finally realised that we 
didn't need to have a full real-world 
simulator in order to have a brilliant game 
-• our testbed was already brilliant - at 
least in our opinion, but we didn't know if 
anyone else would like it. 

So in-between my electronics 
engineering consultancy, running the 
computer store, fielding the never-ending 
string of problems associated with Taurus 
and working on Populous, I hawked the 
game around every publisher known to man 
and was turned down by each, until 
through the dark mist of depression came 
this silvery knight of salvation in the form 
of EA with a huge wad of cash (they did 
buy us so I have to be nice), and either 
through incredible enlightenment, stupidity 
or drunkenness, I managed to persuade 
them to fund development and publish 
Populous. Well, it went on to sell 
millions of units all across the globe on 
every format known to man and the rest, 
as they say, is history. We're still getting 
database support calls by the way. 


More strategy, but this time giving 
the player more hands-on 
involvement with the business of 
actually killing stuff. Set in a 
futuristic cyberpunk world 
controlled by various organisations, 
or Syndicates, the idea was to take 
your own Syndicate, build it up 
and eventually take over the world. 
This was done by undertaking 
various missions involving up to 
four agents infiltrating enemy 
territory to steal, assassinate and 
destroy. A marriage of strategy and 
shoot-'em-up action with some 
research and development thrown 
in for good measure. This was some 
way ahead of its time and 
hasn't really dated even by 
today's standards! 


Arguably another new 
genre was born with this 
deceptively simple idea. The 
player had to build a series of 
theme parks, each bigger and 
better than the last, while 
competing against other parks in 
an extensive business simulation. 
The fact it was all dressed up in 
excellent (for the time) and 
colourful cartoon graphics served 
to distract people from the fact it 
was, in fact, more to do with 
resource and personnel 
management than it was building 
roller coasters. This was quite off- 
putting, but people after a more 
cerebral challenge loved it and all 
its happy y.ttle people. 
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UPC: When was Bullfrog Formed? 


LE: About tea-time. 


UPC: Who were the original people 
behind it? 


LE: Welt there was myself, shortly followed 
by Glenn Corpes, with Peter Molyneux and 
Kevin Donkin joining in 1989 when we had 
finally buried Acquisition. I made it into a 
limited company with Peter and I as 
partners in 1989. 


UPC: How many people are currently 
employed and how has the company 
grown over the years? 


LE: We currently employ about 180 people. 
Its kind of grown of its own accord - when 
great people turn up on your doorstep, it's 
hard to turn them away, so you employ 
them and worry about what they will do 
later - but hopefully not too much later. 
It's surprising how many people it takes to 
develop a game for a world-wide market 
on multiple formats these days, 
particularly when you want to have the 
standard of music composition, graphics, 
testing, QA that we do. We currently have 
six titles under development. 


UPC: Which has been your most 
successful title? 


LE: Probably Populous, although 
Theme Park is still doing amazingly 
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well - I think it's been in the charts 
for years now. It's still at No. 2 in the 
budget charts. 


UPC: How have things changed since 
Peter Molyneux left? 



This magical action epic involved 
flying the Magic Carpet of the title 
around various worlds while gaining 
followers and defeating great beasts 
with awesome spells. The title won 
many plaudits and several awards 
for its fast and fluid 3D engine, and 
though it looks sparse and dated 
now, it really was very impressive at 
the time. It was also the first 
arcade-style game to come out of 
Bullfrog, although it did include 
certain strategy elements. 


LE: Peter is an incredibly focused BTT 

individual. When Dungeon Keeper was I 

going through its dark hours of rewrite ; » 

after rewrite (as all our games seem ■ 


to...) he moved to his house with a core 
team so he could really focus on the 
game. This happened about two years 
ago I think, when the company was 
about 60 people. It hasn't changed much 
from a development point of view, 
although the impression that all of the 
games were developed by one individual 
was clearly not the case. Obviously a 
company of 180 peeps needs a different 
structure to the 35 person company we 
were prior to joining EA, and that is 
what I have been putting in place over 
the last two years. To compete with the 
best developers in the world we need to 
have world class talent in all areas - 
game design, programming, art, music, 
producing, management and so on. We 
have been actively recruiting to build 
our company in the areas we were 
lacking. Time will tell if we've succeeded 

UPC: Having long been established as 
an innovator in the development 
field, do you feel under pressure to 
come up with something completely 
original time after time and does that 
have anything to do with the fact the 
next couple of projects are sequels? 

LE: Dungeon Keeper is a great game 
and we wanted to build a version that 
corrected some of the faults with the 
original, put in the ideas we had to 
leave out because of time and improve 
where we could. We have always tried 
to do this with our original concepts 
and each of Populous, Magic Carpet and 
Syndicate has had a sequel to this end. 
Populous 2 was six years ago, and when 
you see Pop 3 I hope you will be 
impressed. Although it is an extension 
of our original genre-forming god game, 
it is a giant leap forward in gameplay 
and sets new standards for us. 

You know, we spent years trying 
to establish a brand name other than 
Bullfrog. We wanted something that 
consumers would have some sort of 


Following in the footsteps of 
Psygnosis' dazzling anti-grav racer 
Wipeout, this stab at the high¬ 
speed racing genre was fairly ill- 
advised and not particularly well 
received. Not a terrible game in 
its own right, but by no means up 
to the high standards Bullfrog had 
set for themselves with earlier 
releases. Fortunately it was simply 
a blip and they soon got back on 
track. By far the least impressive 
entry in the back catalogue. 


This strange little number didn't 
have quite as high a profile as 
some of Bullfrog's games, and 
that was reflected in a rather 
more mixed bag of review scores 
than you'd normally associate 
with their titles. An odd plot 
about alien races being forced to 
clone and splice the genes of 
various indigenous life forms on 
the planets they had been 
banished to by a higher 
intelligence for quarrelling too 
much forms the basis for a nice- 
looking, but rather more niche 
product than most. This is one for 
the more hardcore strategists to 
seek out and won't be to 
everybody's tastes. 


The sequel to Syndicate didn't 
really make too many advances 
over the original in terms of 
gameplay. What it offered were 
bigger, bolder visuals, a fully 
rotatable isometric environment 
(which was handy, as characters 




tend to get lost behind buildings 
in the original), and a faster, less 
clumsy interface. Not as big an 
advance as many had hoped, but it 
brought the format up to date and 
the dark. Blade Runner-inspired 
atmosphere once again won the 
masses over. Could have done with 
more variety to make it real 
classic. As it was, a good, solid 
action strategy title and another 
big seller for the boys. 


The second Theme game 
transplanted the gameplay from 
amusement park to medical 
practice and improved 
considerably over the its 
recreation area-based predecessor. 
There were far more definite goals 
and a lot more to see and do in 
this fun strategy affair. The secret 
was to be ordered and organised 
in everything you did, but there 
was a lot less of the laborious 
tasks like ordering coke/ice cream, 
etc. which were such a chore in 
Theme Park. 


We have an exclusive first look at 
the sequel to this monster hit from 
a couple of years ago. Though now 
it looks dated, the idea of 
controlling the bad guys in a 
dungeon and taking on other 
Dungeon Keepers in single and 
multiplayer mode was yet another 
entirely new concept and one 
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welcomed by gamers with open 
arms the world over. One of the 
best things about it was the fact 
that, by digging you own dungeons, 
you created your own game 
environments, giving a whole new 
angle on the multiplayer strategy 
idea. Not so much an original idea 
as a completely new twist. 


affinity with and we were inspired by 
the Sim brand. So, we came up with 
the Theme series. Although each 
Theme game has similar aspects in 
that they are real world simulations 
in a cutesy environment, each one 
has a unique subject matter and 
plays very differently to the rest - 
they are not sequels, more like 'next 
in the series of...' 

UPC: Who's the creative genius and 
where do new ideas come from? 

LE: We have creative genii coming out 
of our ears, the difficult thing is in 
focusing huge talent into successful 
games production. There is no 
shortage of great ideas - they are 
generated automatically when you get 
fanatical gamers in one spot for any 
length of time, but to try and harness 
some of this we have regular 'Games 
Days' where anybody in the company 
can put forward an idea or concept. 
The most popular get to go through 
an R&D phase to determine whether 
the concept can be converted into a 
practical and fun game. 
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see the future as probably a smaller 
volume of bigger AAA titles in the 
market. I believe we will be there with a 
combination of original ground breaking 
titles and building on our established 
games, like Theme. 


UPC: What are the company's goals 
and where do you see it in three, four 
or even five years time? 

LE: To bring the raw creative talent to 
the next level of understanding why our 
games are successful, learning how to 
anticipate the changing market and 
adapt before anybody else. Continue to 
be unhampered (but not ignorant of) 
market forces in deciding which designs 
to work on - this is how you break the 
mould of 'me-too' games and stand a 
chance of being innovative. Generally 
speaking, outside of licensed properties, 
original concept blockbusters are not 
manufactured to order. 

I'd like us to continue to be known 
for innovation in all of our games and I 



UPC: In a sentence, what sets Bullfrog 
apart from other developers? 

LE: Great people, a sense of 
independent and lateral thinking. 

UPC: What do you think is right 
and wrong with the games industry 
at present? 

LE: Still going through growing pains, 
unclear format direction. 

UPC: What impact do you see Geri's 
dedsion to leave the Spice Girls having 
on the big picture, as it were? 

LE: Disastrous, my daughter became 
suicidal Fortunately there are a number of 
similarly talented individuals and groups 
ready to grab the limelight and the tabloid 
space, so we are unlikely to suffer too 
much high-brow intellectual discussion on 
the subject, and my daughter will learn to 
live with it in time. 
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Interview 



Run your own hospital, cure 
strange diseases and make pot¬ 
loads or cash to hoot! 
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Co ection 


Well, It’s eearljf Cluislmas again. A pretty strange thing tn say, ynn may think, hut there’s 
nnly fner menths wnrth nt pay cheqees far nine gims) te ge, sn it’s time fur ynnr friends, 
relatives and laved nnes te start saving np far all the great presents ynu’re gning tn start subtly 
hinting at nver the next IB weeks. Tn help ynn write year letter tn Santa, Cliff Smith eempiled 
a list nf what he reckens will he the 20 best games due nut between new and Xmas, 
sn make sure ynn reserve same spaee In ynnr stneking far a few nf these. 
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TUROK 2 

Developer: Iguana Entertainment 
Publisher: Acclaim Entertainment 
Release: December 





This eagerly awaited sequel takes up the story 
where the first game left off, with a new evil force 
threatening to break down the barrier between the 
Lost World and Earth. 

The feel of the game is said to be a lot more 
dark and threatening than the original, with a 
sense of evil and danger lurking round every corner. 
This should be literally true as the new game has 
smarter, faster enemies than the first one, as well 
as special monsters that attack in large numbers. 
The design of the huge levels has also been 
improved, with more secret areas and hidden keys 
to find, and new tricks and traps to catch you out. 

SfARTREKifNG 
KLINGOH HONOR GOARO 

Developer: In-bouse 
Publisher: MicroProse 
Release: September 

Using the widely acclaimed Unreal 3D 
graphics engine, this latest Star Trek game 
places you in the claw-toed boots of a Klingon 
Warrior, fighting to uncover a conspiracy to 


assassinate Gowron, leader of the Klingon High 
Council. Naturally, the ultra-violent Klingons 
have a wide variety of brutal weapons to play 
with, ranging from the ceremonial dagger to 
powerful disruptor rifles. With advanced enemy 
AI and the awesome lighting effects which have 
made Unreal such a hit, this sci-fi epic is 
destined for glory. Today is a good day to die, 
and the day is not yet over! 



HOMEWORLD 

Developer: Relic Entertainment 
Publisher: Sierra Studies 
Release: Nnvember 



Combining elements of space combat and 
real-time strategy, Homeworld is certain to 
become one of the year's hottest games. Players 
control a fleet of spaceships exiled half a galaxy 
away from home and must guide them through 
hostile territory, gathering raw materials from 
huge nebula clouds and building new craft as 
you fight your way towards your goal, the 
distant home planet. The game features 
breathtaking graphics and an intuitive control 
interface, and challenges players to undertake 
gigantic space battles between dozens of ships 
in three dimensions. 




HALF- 

LIFE 


Develuper: Valve 
Publisher: Sierra Studies 
Release: September 


Although it was originally 
due to be released back in May, hJIff-''" 

Life is definitely worth waiting for. Based oTTan 
enhanced version of the 3D engine which powers 



Quake IFs spectacular graphics, Half-Life features 
coloured lighting, metallic surfaces and high 
quality translucencies for enhanced water effects. 
Additional features include possibly the best 



enemy AI to be found in any game, characters 
animated using skeletal models for smoother and 
more realistic movement and animated faces with 
mouths that move in synch with their voices. The 



plot is also a cut above the usual, with players 
racing against time and the CIA to prevent a 
nuclear blast which threatens to destroy most of 
America. Tense stuff! 

GRANR PRIX LEGENDS 

Develuper: Papyrus 
Publisher: Cendant 
Release: September 

This is currently the favourite game around 
the UPC office. Linked up over the network, our 
daily races are starting to get seriously 
competitive. Based on the 1967 Grand Prix 
season, there's no doubt that this is the 
enthusiast's racing game. It has none of the frills 
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improved, and the 3D engine now supports 
multicoloured dynamic lighting. Unlike the 
previous games, players will be able to decide in 
which order to do the levels. Tomb Raider III has 
Lara visiting the Nevada desert and the islands of 
the South Pacific amongst other places, and will 
feature even more drivable vehicles, new weapons 
and, of course, new costumes. 

DAIKATANA 



Developer: ION Storm 
Publisher: Eidos 
Release: October 




Daikatana is the latest creation from the near¬ 
legendary John Romero, who gave us Doom and 
Quake. The game follows the adventures of Hiro 
Miyamoto as he battles through four different time 
periods, from ancient Greece to the 25th Century, 
in a quest to restore the path of history. You are 
helped during the game by two computer-controlled 
sidekicks. The game is a first-person perspective 
shooter using the Quake II 3D graphics engine, but 
with over 60 different enemies and over 30 
weapons, it should become the new standard by 
which all others in the genre are judged. 


HEAVY GEAR 2 

Developer: Activision 
Publisher: Activision 
Release: December 

The first Heavy Gear game was a potentially 
good game let down by lame graphics, so it was 


you find in most Formula 1 simulators, such as 
on-screen displays or assisted steering and 
braking. In GP Legends, the emphasis is purely on 
driving skill, and the advanced physics system 
ensures that the 400 horsepower cars are totally 
realistic, handling just like the real thing. This is 
not an easy game to master, but when you do it 
is possibly the most rewarding drive of your life. 

TOMB RAIDER III 

Developer: Core Design 
Publisher: Eidos 


Release: November 


The ever-popular Lara Croft returns for another 
adventure later this year in a vastly improved 
game with a host of new features. The game's 
graphics have been enhanced to include realistic 
smoke and flame effects, improved water with 
moving surfaces and, for the first time, triangular 
grid sections so the 

ground can now be 
shapes other than 
square. Enemy AI 
has been 


only a matter of time before Activision did 
something about it. Heavy Gear 2 has 40 single 
player missions, plus ten training missions, and at 
least 30 specially created multiplayer arenas. The 
graphics have been uprated with more landscape 
detail and water effects, and the enemy AI has also 
been improved. The tactical elements which were 
an under-used feature of the first game have been 
improved with a special interface which allows you 
to control the other members of your squad using 
waypoints and instructions. 

NEED FOR SPEED Rl: 

HOT PDRSDIT 

Deveinper: Electrnnic Arts 
Publisher: Electrunic Arts 
Release: September 

Need for Speed II was a big hit on both the PC 
and PlayStation, and the sequel looks even better. 
With improved graphics, including coloured 
lighting, realistic rain and road spray and 
reflections mapped onto the car's bodies, there 
should be few more realistic driving games. For 
added excitement the game features a new range 
of supercars licensed from the world's top 
manufacturers, including Ferrari, Lamborghini and 
Lotus. The sub-title of the game refers to the 
presence of the boys in blue who will be trying to 
catch you. The police cars have realistic flashing 
red and blue lights and are guided by a souped-up 
AI for maximum challenge. 

ALPHA CENTAHRI 

Deveinper: Firaxis 
Publisher: Electronic Arts 
Release: November 



Since legendary games designer Sid Meier left 
MicroProse, he can't legally call this game 
Civilization III, but everybody knows that's what it 
is. Following on from the storyline of the earlier 
Civilization games. Alpha Centauri challenges you to 
manage the colonisation of a newly discovered 
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pLanet in the nearest star system to our own. Every 
aspect of the development of a planetary culture is 
included in the game, from religion and politics to 
scientific research and terraforming. The game 
interface makes the control of an entire world easy, 
leaving you free to concentrate on your tactics. If 
Sid's previous games are anything to go by, this 
one will be huge. 


DUKE NUKEM FOREVER 

Developer: 3D Realms 
Publisher: GT Interactive 
Release: December 



Duke's back, and he's meaner than ever! 

Duke Nukem is one of the most popular game 
characters ever, and was made into an action 
figure long before Lara Croft came on the scene. 
Duke's latest outing comes to us with massively 
improved graphics courtesy of the ubiquitous 
Unreal 3D engine. There will be lots more 
running about with unfeasibly big guns and 
more strippers with unfeasibly big... er, yeah. 
Where was I? Oh right, there are vehicles to 
drive, massive explosions, loads of smart-alec 
wisecracks and all the other stuff we have come 
to know and love in previous Duke Nukem 
games. This is one I want for Christmas. 

TOTAL ANNIHILATION II 

Developer: Cavedog 
Publisher: GT interactive 
Release: December 

Not much is known about Cavedog's upcoming 
sequel to their phenomenally successful RTS 
blockbuster. They weren't showing it at this year's 
E3 show in Atlanta, and they are playing their cards 


feature 



very close to their chest. There have been two 
expansion packs for the original game, including 
nearly 100 new units, loads of new missions 
and even a fantasy setting, so they've 
definitely had their money's worth 
out of the game engine. For the 
sequel, we can probably 
expect to see enhanced 
graphics, more unit 
animation and special 
effects for added 

realism, such as smoke 
and water, and particle system explosions. 


is blown up by the Death Star 
and taking you right through to 
after the end of Return of the Tedi. You can play 
as either the Rebel Alliance or the Galactic 
Empire, and each chapter takes place in a 
different location from the Star Wars universe. The 
game is designed to be used with hardware 3D 
acceleration, as was Shadows of the Empirer so the 
graphics should be excellent. 


MOTDCRDSS MADNESS 

Developer: Rainbow Studios 
Publisher: Microsoft 
Release: TRA 

We've had two car racing games in our 
Christmas wish-list, so it seems only fair to include 
a bike or two. Motocross Madness is an all-action, 
thrills-and-spills ride in which you take control of 
a powerful trials bike and try to stay on as you 
blast your way around a selection of indoor arenas 
and huge outdoor tracks. The excellent 3D graphics 
and realistic dust clouds are complemented by a 
control system in which you control the rider 
rather than the bike, moving your weight around 
to steer the bike. If you can control the huge 
leaps, you get extra points for flashy stunts. 

Simple to play and great fun. 

FORCE COMMANDER 

Developer: LucasArts 
Publisher: LucasArts 
Release: November 

Following from the success of Shadows of the 
Empire, George Lucas's computer games company 
are soon to release Force Commander. Combining 
real-time strategy with full-scale 3D action, this 
new game includes adventures from all three 
movies, beginning just before the planet Alderaan 




INDIANA JUNES AND THE 
INEERNAI MACHINE 

Developer: LucasArts 
Publisher: LucasArts 
Release: November 




If you're looking for an action adventure hero, 
look no further than Indiana Jones. It's 1947, and 
the world's toughest archaeologist is at it again in 
an epic quest to find the missing pieces of a 
diabolical device which the emerging Soviet Union 
wants to use to subjugate the entire world. Only 
you can save mankind! This 3D adventure from 
LucasArts lets you guide Indy as he jumps, climbs, 
crawls, runs, swims and swings on his trusty whip 
through dozens of tortuous levels. There are also 
special set-piece challenges, like a white-water raft 
ride, racing a jeep through dense jungle and the 
trademark mine cart roller coaster. With multiplayer 
action as well, what more could you want? 

CARMAGEDDON 2 

Developer: Stainless Software 
Publisher: SCI 
Release: November 

The world's most controversial computer 
game is back, tuned up, resprayed and with a 
brand new engine. Carmageddon 2 is absolutely 
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monster fun, as long as you don't mind a bit of 
blood and guts. Drive around in a tooled-up 
sports car mowing down pedestrians (or zombies 
for the morally challenged) in a variety of 
bizarre and inventive ways, with extra points for 
style. The game supports 3D hardware 
acceleration and the car model is now fully 
interactive, with damagable parts. It can even 
snap in half if you crash hard enough! This 
game is great fun, and is certain to attract a 
huge cult following. 



THE SETTLERS III 

Developer: Blue Byte Software 
Publisher: Blue Byte Software 
Release: November 




The third instalment of the popular Settlers 
god games is looking the biggest and best so far. 
If you haven't seen the previous games in the 
series, the idea is fairly straightforward, although 
the execution is complex in the extreme. You 
have to build a working kingdom full of 
hardworking little cartoon-like characters: the 
Settlers. They all have different trades, such as 
woodcutters, farmers and blacksmiths. The 
Settlers III features gorgeous high-res graphics, 
three different civilisations (Roman, Egyptian 
and Chinese) each with their own distinctive 
costumes and architectural styles, and more than 
150 different character types. There are 40 




This eagerly awaited third-person adventure game 
from Shiny features the religiously dubious character 
of Bob, a diminutive cherub-like angel charged with 
the power to possess the bodies of anyone he wishes. 
The game has a revolutionary graphics engine in 
which characters are animated with bones, muscles 
and skin, and finished off with over 7000 polygons 
per figure. The result is very human characters with 
smooth natural-looking movement, rather than the 
more usual chunky polygonal shapes. The game's 
technology is fully scaleable, so it will run more 
smoothly on faster machines. 

SU27 HANKER 2.0 

Developer: Eagle Dynamics 
Publisher: Mindscape 
Release: November 

We have to have a flight sim in our 
collection, so why not have the best? Having 


played this 
for over an hour 

during a very busy E3 show, I can 
vouch for its playability, and since half 
the development team are ex-military 
pilots, the authenticity is guaranteed. The 
graphics are utterly superb, supporting 
800 X 6000 screen resolutions and 32,000 
colours, and the sound is full 3D complete 
with Doppler effects for total realism. 
However, this is not a game just for the 
anorak brigade. It has an easy to use menu 
system and an arcade-style instant action 
option with a simplified flight model to put 
you straight into the hot seat. 

WDRMAGEDDON 

Developer: Team 17 
Publisher: Team 17 
Release: November 

Well, what can I say? Worms is simply the 
most addictive game in the entire world. True to 
its Amiga roots, it has more simplistic 
playability than any other game and has made 
its creator, Andy Davidson, a much richer loony 
than he used to be. The latest instalment is due 
out just before Christmas, and I think it's a 
pretty safe bet that it will sell like hot cakes. 
Team 17 are not saying much at the moment, 
except that the new game is based on the 
original multi-award winning Worms game and 
promises to deliver top multiplayer action as 
well as a challenging single player game. Get it 
before it gets you! 
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"Fans of Mario/Diddy style 
action should be in seventh 
heaven" no,._ 


“A driving title that’s in the, 
Carmageddon mould, only 
with added slapstick" 

PC Format 


“If you want coin-op 
racing in your own 
home you ho longer 
have to make room for 
an arcade machine” 

Computer Active 


“Handling is superb... 
highly addictive" “More 
crammed with excellent 
features than Melinda 
Messenger’s bra” 

Play Magazine 


PlayStation 


1998 Telstar Electronic Studios Ltd. © 1993 Telstar Electronic Studios Ltd. Developed by aiickdraw OPy-elopments Ltd ^ , and “PlayStation- are trademarks of Sony Computer Entertainment. Inc. Tel^ Electronic Audios Ltd. The Studio. 62-64 Britlgp St Walton on Tham^ Surrey KT12 1AP. Tel 01932 222232 Fax 01932 252702 e-mait tes@telstar.co.uk www telstar co.uk,^s 






PHI view 




the Begieeiei 


In tke beginning there was Pepn/ees, and penple saw that It was gnsd. New it’s back, 
and it’s the beginning again, and that’s nnt the halt at it, mate! 






Cast a spell to convert non¬ 
believers then send them to their 
deaths in fotile shows of strength 


ot only did Populous put 
Bullfrog on the map and firmly 
establish them as one of the most 
successful and innovative developers 
around with their very first release, but 
it also founded a whole new genre. Many 
other classics have risen up over the 
years, with Civilization standing proudly 
head and shoulders above the rest. 
However the Settlers series, Mega-lo- 
Mania from Sensible, Bullfrog's own 
Powermonger and more recently Age of 
Empires from Microsoft, have all carried 
the flag with pride. Populous 1 and 2, 
though both have long since qualified 
for their free bus passes, are still held in 
awe and spoken of in reverent tones. 

And now, after what seems like an 
eternity in development, the hugely 
anticipated third instalment is revealed 
in a form approaching completion. 




The good news is you can rest 
assured this is going to be every inch 
the classic everyone had hoped for. 
Unfortunately you're going to have to 
wait a few more months yet before 
you can get your hands on a copy. 
Around Christmas, in fact. But that's 
just Bullfrog. Their name is as close as 
you can get to a guarantee of quality 
in this business, and they didn't earn 


that reputation by chucking products 
out as quickly as possible. Everything 
is tweaked and 'retweaked' until it's 
right. It boils down to a few simple 
facts: Populous is a legendary title 
and its fans near fanatical, therefore 
any sequel is going to be subject to 
the most intense scrutiny, and it if it 
doesn't live up to its billing, there'll 
be trouble! 
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Snap, crackle 
and Pnpulnus 

Though the essential idea remains the 
same, the execution has been brought up 
to date with some lovely-looking 3D 
graphics. You can view the action on a 
planetary scale or zoom right in so you're 


THAT SPELLS 



There are many different spells the 
ambitious Shamen must learn and 
perfect before he achieves his goal and 
becomes a god. These are used to whip 
rival shamen and to punish awkward 
mortals who refuse to follow your cause. 
It's wise to remember that height plays a 
big part in spell casting. The higher you 
are the longer the range of the spell, so 
it's always wise to claim the high ground. 


almost (but not quite) on the same level 
as your minions. This highly original 
global system of level design adds a whole 
new dimension to defensive strategy - 
you can no longer set up base in a corner 
leaving only two directions to defend. 

With a fully revolving spherical world, 
every point is approachable from any 
given direction. This in turn has thrown 
up all sorts of AI problems, especially 
when players start to use the various 
terraforming spells which can change the 
look of the landscape completely. 

Extensive work is still being done to the 
computer intelligence to enable it to cope 

This is going to be every 
everyone had 


wherever it is Shamen get elevated to 
when they become gods. Hmm. 

Populous goes the weasel 

Many of the old favourite spells are 
included, as well as some novel new ones 
to spice things up. The volcano makes a 
return and is probably the most visually 
impressive effect in the game, rising in 
glorious 3D from the ground and 
swamping all beneath it in burning lava. 
There's also a novel new one called 
Armageddon. If the battle appears to 
have a reached a stalemate, casting 
Armageddon summons all the surviving 

inch the ciassic 
hoped for, and then some 





with the constantly changing battle 
parameters. More for show will be real¬ 
time day and night and a basic eco¬ 
system where plants grow and die, again 
changing the look and feel of the world 
oven time - just like the real thing! 

The other mqin difference is that 
you no longer start the game as an 
all-powerful deity. As the title 
suggests. In the Beginning is set, 
well... in the beginning. Before the 
previous games in fact, in a time 
when the player is but a mortal 
seeking godly stature. Your character, 
known as a Shamen, starts out 
knowing only a few spells, the idea 
being to conquer each of the 
game worlds by converting 
simple souls into believers 
and eventually be elevated to 


Shamen's believers into an arena where an 
enormous fist fight ensues. Nice! 

There'll be an accelerated version 
for people with 3D cards, but even 
running in software mode (as it was 
when we saw it) it looks absolutely 
lush. The lighting, sky, shadows and 
overall ambience is outstanding and 
perfectly complimentary to the 
gameplay, which in itself seems more 
accessible than before. Maybe it's the 
graphics, but somehow the new game 
seems more immediate than older 
versions. Once you begin accessing the 
more interesting spells this is sure to 
be yet another massively addictive title 
from Bullfrog, and with all the usual 
multiplayer options the possibilities are 
truly mouthwatering. A potential game 
of the year. ■ 
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PRE view 




A Monday morning argument 
over the parking space rota at 
Rapide resuits in a bout of 
automotive unpieasantness 


Super, smashing, great 

Carmageddon 2 is packed with all the 
features that you always wished were in 
the original game. It is fully compatible 
with a wide range of 3D graphics cards, 
giving a 640 x 480 screen resolution 
with 16 million colours. The accelerated 


usual city-based maps supplemented 
with locations such as an athletics 
event and an aircraft carrier. There are 
several new vehicles to go crazy in, 
including a combine harvester which 
bales its victims, and a wingless plane 
with a whirling propeller. 


HA HB 

udrmaycuuuii 

Garpocalypse Naw 

like a cress betweee Death Race 2001 aal Dawn ef the Deal, 
the game that redeflaes road rage Is baek for a secsnd tap. 


FI 

tain less Software's 
Carmageddon is one of those 
games which tabloid newspapers love to 
hate. Any slack week without a political 
sleaze scandal or another cash-in Diana 
part work, and some ill-informed hack 
will pad out a double page spread with 
apoplectic headlines like 'Ban This Killer 
Game Now!!!' or 'Ministers Promise 
Action On Evil Death Car Game!!!' 

They've probably never even played the 
thing... but hey, let's not let a lack 
of evidence spoil a good witch 
hunt, eh? Despite all the 
controversy, Carmageddon never 
killed anyone, and has survived 
the media flak to become a true 
cult classic. It's combination of 
an excellent driving game with 
zombie-splattering fun gave it a 
wide appeal, and the addition of 
the infamous Splat Pack 
supplement, restoring the game's 
original red blood effects and 
adding enhanced graphics and car 
physics, has kept it going until 
the inevitable and long-awaited 
sequel arrived. The tabloids are 
going to have a field day with 
this one! 


3D graphics look absolutely superb, with 
translucent water, realistic smoke and 
flame, and dynamic lighting^effects. The 
maps are much larger, and are packed 
with great features. Glass windows can 
be smashed, allowing you access to the 
interior of shopping malls and office 
buildings, and wooden fences disappear 
in a shower of splinters as you smash 
through them. There are hidden pits and 
secret trigger points that reveal secret 
areas. There is far more variety in the 
types of levels in the sequel, with the 


Panel game 

The driving physics have been enhanced 
still further, and the gorgeous new Eagle 
Mklll car model has been improved to 
include far more realistic damage detail. 
Panels bend and fall off, windscreens 
smash and you can even knock the 
engine right out of the car. If you 
smash into a solid wall hard enough, 
you can actually snap your car in two, 
lengthways or widthways. The auto¬ 
repair feature is quite a novelty in itself. 






















The most persistent argument 
in the world of computer 
games is the old chestnut 
'Does playing violent games 
make you into a violent 
person?' Everyone has an 
opinion on this issue, and no 
two people ever seem to 
agree on the answer. We 
believe that the vast majority 
of people, even young 
children, can distinguish 
between violence in a game 
or a film and violence in real 
life. A moral sense of right 
and wrong is, or at least 
should, be learned very early 
in life, usually from our 
parents, and it takes a lot 
more than a video game to 
undo it. People who behave 
in a violent manner do so at 
least in part because they 
lack that moral education, 
and no amount of censorship 
will change that. Germany, 
where the content of games 
is heavily censored, still has 
problems with urban violence 
that are even worse than our 
own. If you have anything to 
say on this contentious topic, 
write to Penultimate at the 
usual address. 


Living Dead, lurching about with 
outstretched arms and decaying 
bodies, moaning and groaning. Well, 
you'd probably moan if some nutter in 
a tooled-up racing car was trying to 
mash you into the road... 

Carmageddon 2 is due to be released 
in November, and will be available on the 
PlayStation as well as the PC. Our design 
staff will all be delighted to know that it 
will run on an Apple Mac as well. ■ 
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PUBLISHER 

SCi 

DEVELOPER 

STAINLESS SOFTWARE 

RELEASE 

NOVEMBER 

WEB SITE 

www.sci.co.uk 

PLAYERS 

l-(TBA) 




as the 'Vampire game'. Action replays 
including all your favourite stunts can 
be saved to disc so you can compare 
notes with other automotive nutters. 
Saved replays can be sent over the 
Internet and as e-mail. 


No blood jplease, 
wo’re Brmsn 

Due to the prurience of certain 
sections of the media regarding 
violence and blood in computer games, 
there will of course be a zombie mode, 
but this won't just mean the same 
model with green blood. The undead 
pedestrians have been specially 
designed and animated to resemble 
the classic zombies seen in cult George 
Romero movies such as Night of the 


Anyone who has seen the Stephen King 
movie 'Christine' will suppress a shudder 
as the car's panels bend themselves back 
into shape. The cars themselves have a 
wealth of new features, including mine 
droppers, doors that open to whack 
people as you go past them and an oil 
spray which not only makes the road 
slippery, but can also be ignited by your 
afterburner for the perfect roadside 
barbecue! The hapless pedestrians have 
been improved as well. The old sprites 
have been replaced with polygon-based 
models, which allows some cruel but 
amusing effects such as severed arms 
and legs. The sight of one of your 
victims hopping down the road dripping 
blood is grimly hilarious. 


Red is the most popular 
colour for cars. Probably 
because the bloodstaios doo’t 
show up so much... 

WHO’S TO 
HIAME? 


There will of course be a zombie mode, but this 
wool Just meao the same model with greeo blood 


running into power-up canisters. 
Pedestrians who turn into stick-men, fill 
with helium or run about in a blind 
panic, super powerful gravity and the 
electro-ray are among the highlights. 

The giant springs that shoot out of your 
car and fling opponents through nearby 
walls are especially entertaining. 

Due to popular demand, 
Carmageddon 2 supports full Internet 
multiplayer gaming, as well as serial 
and local area networks, with special 
multiplayer scenarios such 


Let’s see that again 

There are many new power-ups to make 
the gameplay even more involving than 
the first instalment. Things that were 
previously only available as cheats can 
now be picked up in the street by 
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Hot wailing to ohange a winning (nrmula, 

Intirglaj Have adapted tin nodn lor faliBBt into its sequel, fallout 2. 



F 


oUowing on from the cheerful 
tale that was Faibufs 
apocalyptic background. Fallout 2 is set 
50 years after the first game, with the 
Earth still suffering the after effects of 
nuclear war. With the Earth now a 
nuclear wasteland, humanity is trying to 
exist in a world inhabited by murderous, 
radioactive creatures such as giant 
scorpions, ghouls and carnivorous plants. 
A bit like Devon on a weekend really. 


mysterious Garden Of Eden Creation 
Kit. Quite what this does is at first 
unclear, but as the adventure unfolds 
you slowly uncover its purpose. One of 
the joys of this game, like the prequel, 
is its non-linear nature. Although 
invariably characters you meet will 
give you tasks to complete, it is left 
entirely up to your discretion as to 
when and how you attempt them. 
Needless to say your choices affect the 


world around you in a similar manner 
to the Butterfly effect; a butterfly 
flaps its wings and there are 
hurricanes in Florida, that sort of 
thing. Another great idea is the effect 
your interactions with other 
characters have on their future. You 
can even fall in love with a lovely 
mutant girl, marry her and then when 
the purse strings get tight, pimp her 
to willing customers. 


























PRE view 


The yellGw hrick road 

Characters you meet in Fallout 2 can 
become your travelling companions as 
well as enemies, and you can now 
even plant friends' brains into robot 
bodies, giving them more strength or 
new skills. Your own character can 
also be modified to suit your own 
style, making them a huge muscular 
brute, or a smaller, faster character. 
With over 100 new skills to learn, 
you will find your character 
constantly developing, becoming 
more skilled in one area than 
another, depending on the choices 
made on your quest. The depth to 
this game is amazing, drawing you 
further and further into its world and 
really giving you a feeling that you 
are in control of your own destiny. 
With something like Final Fantasy 
VII, we found that we were being led 
from place to place, with no control 
over where we could travel. 

The control you have over your 
characters even extends to their 



If you fanny a gains as deep as the Pacific, 
then this is most certainiy the game for you 


weaponry, and you can build your own 
combinations of guns, or if your 
character specialises in hand-to-hand 
combat, you can modify their weapons, 
rather than have them restricted to 
simple spears or swords. 



Once in combat, the game becomes 
a little dull, with its slow turn-based 
combat that doesn't exactly feel like 
you're involved in a life or death 
struggle. We also found one annoying 
occurrence in that it's possible to move 




away from the opponent mid-fight, and 
just as you think you've got away, the 
computer suddenly thinks 'hang on a 
minute, I think I'll fight you after all', 
forcing you to try and get the fight over 
with. Surely the option to run away 
could have been easier to use, but if 
you're actually up for a fight, then we 
suppose running isn't an option anyway. 

Like the first Fallout, the (very) 
few minor points to this game are far 
outweighed by the plus points. One of 
the better features of this game is the 
option to cut down on travelling 
between cities and locations by getting 
hold of an 8-cylinder chevy car and 
cruising the wastelands with a gun 
across the dashboard. This is similar to 
the original's method of cutting out 
the middle parts of journeys, and saves 
on lots of tedious wandering around 
from place to place. 

Overall this game is an improvement on 
the prequel, and there's certainly plenty to 
do, whether you focus on the search for 
the Eden Creation Kit or simply wander 
around meeting and greeting people. If 
you fancy a game as deep as the Pacific, 
that's pretty to look at and has a great 
Mad Max-style atmosphere, then this could 
most certainly be the game for you. We 
should find out when it approaches 
completion around Christmas. ■ 
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With an isometric perspective, 
Fallout 2 allows a clear view of 
your immediate vicinity indoors 
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It was a time when man elubhed bis tnnd betnre be ate It and dinosaurs ruled the Earth. 

It was the ffami of War. 










i>UBLISHER 

VIRGIN 

DEVELOPER 

ILLUSION 

RELEASE 

SEPTEMBER 

WEB SITE 

www.vie.co.uk 


PLAYERS 


Dawn of War takes the player right back 
to the start of human life on Earth, when 
man was just learning how to think, gather 
materials and build in order to survive. As a 
god-type figure you progress through the 
game encouraging your little minions to sit 
around a fire and contemplate various 
ideas. This constitutes what in most games 
is called research and development. The 
good thing about the way that it's been 
organised in Dawn ofWar^s that it's easy 
to switch from one idea to another, and 
the more people you have around the fire, 
the quicker you gain the developments. 


What’s it all about? 

Well, the title gives the game away 
considerably. Although you have to spend 
time building a settlement, wheat fields, 
beehives and animal enclosures, once you 
have all that under control you can sail 
out to a neighbouring island on your 
specially crafted rafts and attack another 
bunch of primitives with your clubs, axes, 
boomerangs, bows and arrows. The good 
thing is, though, you don't have to wait 
millennia before you can enhance your 
weaponry (courtesy of the usual 
Armoury) so that 
catapults. 


etc. come into play. These more high-tech 
forms of attack will be especially useful 
against the plethora of dangerous 
dinosaurs that happen to cross your path. 


What can we expect? 

Being the only real-time strategy game set 
in the prehistoric age, you are guaranteed 
originality, and though the graphics aren't 
quite up to Age of Empires at the moment, 
the 3D terrain does make for realistic 
battling. There are three tribes to choose 
from, which are in turn separated into 
campaigns for each of them. 
Another unique element is 
the selective breeding of 
' tribes people so that certain 
traits prevail while others 
are squeezed out. Add to all 
that multiplayer support for up 
to eight players and you have a pretty 
good specimen of a game. 

Though we don't expect the game to 
win too many awards, it will provide an 
element of humour that so many games 
at the moment are lacking in. ■ 


This chap on a knocked-op raft has 
no hope against those catapults 


his month we had the chance 
to take a look at a working 
code of Virgin's promising 
new title. Dawn of War. Essentially the 
game plays very much like Age of 
Empires and the lesser Beasts and 
Bumpkins, but the concept is 
significantly different. 
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fincy a crack at the 1987 Braid Prix driver chaiipioeship? 

Thee get ready for the white kiuckle ride of your fife, and deni forget to fasten that seat heft! 






Anticipation and early braking is 
the only way through corners 


The only concession to lamer gamers is the 
inclusion of an optional automatic gearshift 


by; a time when the cars had the 
refinement of a smack in the mouth and 
safety was for girls. Grand Prix Legends 
focuses on 1967, when the likes of 
Graham Hill and Jackie Stewart ruled the 
GP roost. You'll be able to drive for long- 
defunct teams like Brabham and Lotus in 
cars where engine power was everything 
and downforce an unknown concept. 

If, like me, you're drooling for 
Grand Prix 3, then you're bound to be 
eyeing this one up with interest, and 
I can tell you now it's looking very 


special indeed. Most of the options 
you'd normally associate with an FI 
sim will be there, such as single race 


Once again a multiplayer race nn the nffice network degenerates into spiteful violence. You should see us behind the wheels of real cars! 


with optional number of laps, full 
length Grand Prix or a complete racing 
season including practice, qualifying 
and race sessions on each of the 
eleven vintage circuits included. 

Some, for example Kyalami in South 
Africa, no longer feature on the FI 
tour. Others, like Monza and 
Silverstone with their recently 
introduced low gear chicanes, bear 
little resemblance to the high speed 
death-traps of the past. 


ed up with Formula 1? Doesn't 
I it wind you up that so many 
races are decided on pit stops or people 
breaking down and overtaking is about 
as common as seeing Elvis sharing a 
pack of Spangles with a dodo outside 
Rumbelows? If the answer to either of 
these questions is 'yes', then allow 
Cendant to lead you back to days gone 
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Hard to handle 

First impressions on playing the preview 
build we have are that it's way too difficult 
to keep the damn cars on the damn track. 
However that, apparently, is how these 
things are, or were. Certainly perseverance 
is needed to complete even one half- 
decent lap, and a good wheel is going to 
be almost essential if the final version 
plays this way. There's no sell-out arcade 
mode either, or at least not yet. The only 
concession to lamer gamers is the inclusion 
of an optional automatic gearshift. 

The physics of movement is the real 
star of the show. Rather than being one 
single entity, the movement and balance 
of the cars as they accelerate and corner is 
calculated separately for each of the four 
tyres based upon exactly how much 
contact each has with the road at any one 
time. For example, taking a sharp left¬ 
hander at speed will mean the tyres on the 
right have less traction, whilst going over 
the brow of the hill quickly shifts the 
weight and momentum from the back 
wheels to the front. All such possibilities 


will be calculated accurately, enabling the 
player to truly 'feel' the car round the 
track, knowing that every movement of the 
wheel and every bump and imperfection in 
the track will affect the car just as you'd 
expect it to in real life. This also leaves 
scope for some seriously spectacular 
crashes; overcook the brakes and the 
wheels lock up. If you've ever driven a car 
you'll really appreciate the attention 
expended on getting the feel right. 

How to get a head 

Another nice touch promised for the 
release version but not yet implemented in 
our preview code is a sort of virtual 
cockpit. We've all played flight si ms where 


Another racing game first - the drivers’ arms don’t took crap when they move. I swear it’s towoo! 


you can look around as if the pilot were 
moving his head - not such a clever idea 
when you're doing 160mph towards a 180° 
hairpin with a brick wall where the run-off 
area should be. However, the various forces 
acting on the driver's head are worked out 
and the view will shift accordingly. 

With modern FI so driven by money 
and advertising it's hard to keep up. The 
cars change their livery from season to 
season, drivers swap teams and it all gets 
mightily confusing. GP Legends won't have 
to worry about having bang up to date 
information. It's a serious racing game with 
a difference, and what a refreshing one it 
is. Everything's finished off with some 
gorgeously 3DFX'd-up graphics to make GPL 
a real tasty proposition. We should have 
reviewable software in time for next issue, 
and I for one am gagging for it. ■ 




T E C 

H SPECS 

PUBLISHER 

CENDANT 

DEVELOPER 

PAPYRUS 

RELEASE 

SEPTEMBER 

WEB SITE 

www.sierra.com 

PLAYERS 

1-8 


1967 may have been the summer 
of love, but not in our office! 
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Creatures 2 


If Darwin were alive today, apart tram being tie wrnng side of 180-years-old, 
le’d no doubt bo devoting a considorablo amonnt at bis vaiuable time to playing Creatunsl 




In the Morns world, high tech 
scientific gadgetry and hahy toys 
sit side hy side on the shelves 


cyberpet versions of the pocket monsters 
are apparently very big in Japan at the 
moment and are poised to Launch over 
here, so do try to exercise your better 
judgment when they do, eh?) 


t's life, Jim, or at least that's 
what the brain boxes 
at Cyberlife would have us 
believe. Life inside a computer 
where, you might suggest it 
has no business to be. However, 
as Jeff Goldblum said in Jurassic 
Park, life finds a way'. Whether it's 
two-storey prehistoric monsters or cutesy 
virtual creatures with big eyes and floppy 
ears, the principal is the same. 

With great relief I note that 
Tamagotchis and virtually all those cheap 


imitation cyberpets have slipped back 
through the black hole from whence they 
came, hopefully never to darken our bank 
balances to the tune of ten quid (flat of 
hand connects sharply with forehead in 
gesture of total incredulity) again. No 
wonder Creatures' developers are quick to 
dismiss any similarity between their 
painstakingly modelled artificial life 
technology and the barely identifiable 
LCD tadpoles which inexplicably became 
trendy to hang round your neck this 
time Last year. (NB. Horrible 


Don’t talk to me aboot life 

Norns, as they're called, are the closest 
approximation yet to living, breathing, 
free-thinking life forms to be simulated 
on a computer. The original Creatures 
started the player off with six eggs. From 
these hatched the Norns who could, with 
the help of the player, live, learn, breed 
and evolve in their own special world of 
ALbia. With careful coaxing they could be 
taught rudimentary speech and other 
skills, just like having a real pet inside 
your computer. Everything was 
tweakable, from creating new objects for 
the Norns to play with to messing with 
their DNA and genetic structure in the 
never-ending struggle to 
create the perfect Life form. If 
you've got a copy you'll know 
all that anyway. 

While following a very similar path. 
Creatures 2 is far more than just 
an update. The whole thing has 
been revamped from top to 
bottom after listening to the 
opinions of thousands of 
Creatures fanatics. These were 
gleaned from emails which still 


Morns can vary considerably in looks as well as intelligence and personaiity. This can be used to your advantage when attempting to breed a master race by picking only the best specimens 
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Teaching the Norns what objects are and how to use them is Just a tiny part of their education 


Aihia has much more iife and coiour this time 


MINDSCAPE 

CYBERLIFE 

SEPTEMBER 

www.creatures.com 

ONE 


flood into the Cyberlife offices at a rate 
of hundreds a day from online users 
who, with its 400 or so dedicated Web 
pages, have created for Creatures a Web 
presence second only in size to Quake II 
in the computer games sector. 


Wider worid of Aibion 

This time Albia is going to be bigger and 
the Norns will be even more reactive to 
every challenge you can throw at them. 

As a basic example, in the original they 
had just two facial expressions to indicate 
their state of mind. This time they'll have 
over 100! The beauty of it is that nothing 
is programmed. The world is set up, and 
how the creatures react to it can't 
be predicted by anyone, not 
even the coders themselves. 

Every Norn has its own 
genetic code, its own blood 
supply, its own bodily 
organs, and all of 
these are pitted in an 
ecologically accurate 


Ynu’il he able tn play it an whatever 
level ynu feel comfortable with 


just want to teach them to play catch, 
well, that's cool as well. You could even 
just hatch the eggs, leave them 
for a few days and come back 
to see how they're getting 
on - and they will get on 
because that's the whole 
point. The technology 
involved has stirred all sorts of 
interest outside the games 
industry, with variations 
on the code being used in 


reviewers do like to pigeonhole things 
so, and I can see this leading to all 
sorts of arguments... but that's another 
story. With the huge and almost 
obsessional following established by the 
original (though not an instant big hit, 
it's sold steadily in the 18 months since 
release, notching worldwide a massive 
500,000 units to date) C2 is destined to 
be a hit, and with the incredible depth 
and scope for experimentation, it's sure 
not to disappoint. ■ 


environment where plants grow, pollinate 
and die and even germs get carried in the 
wind. If this sounds horridly complicated, 
don't worry. You'll be able to play it on 
whatever level you feel comfortable with. 
If you want to fiddle with genetic codes 
and analyse the effectiveness of various 
internal bodily functions, you can. If you 


experiments hoped ultimately to lead to 
pilotless fighters for the air force. That's a 
fair way off becoming reality, but it goes 
to show how seriously the programming 
should be taken. Don't be fooled by the 
colourful, cartoon-style visuals. 

Full circle 

This is a revolutionary title. It's also a 
genreless title in that the only game 
like it is its own predecessor. We 
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Before you rush to enter this 
great competition, let's take a 
closer look at what makes 
this stunning machine tick. 
The MAXX PC model range 
from Spedal Reserve has 
received many prestigious 
awards for both quality and 
value for money. The MAXX 




P2 300 is one of the top PCs 
on the market, and is great 


value for money at just over a 
grand! It's comes with a 
300Mhz Intel Pentium II and 
Intel 440LX Chip Set, plus an 
8GB U-DMA hard drive. It also 
sports SMB AGP 3D graphics 
with a 15" Adi monitor and 
32 speed CD ROM drive, along 
with a 300 Watt Subwoofer. 
On top of this it also comes 
with Microsoft Windows 98, 
Works 4 and Encarta 97, plus 
20 top game demo CDs. 


We had siKh an amaziag reapanse la last Issue’s MAXX PC aempetltlun that 
wa’ire decided te team up with Spedat Reseme again, and nis time Ihe stunning 
PC nn offer hm; Just gat even better! All you have to do is answer the fallowing 
simpie quesOnn to grab ihe cbaece to get your hands nn aaother f aatastlG PC - 
this time it’s the awesome MAXX P2 300 model. A machine that’s pached with ait 
you’ll ever need to take your PC gaming into the next millennium! 
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Get this pun<laden question right and 
you've taken the first step towards winning 
the stunning MAXX P2 300 worth a cool 
£1279.97: 

WHAT’S THE 
MAXX-IIIHIM 
HHEAK Vnn GAH 
SCBHEIH A GAME 
BE SHOGKER? 

Send your entries (only one per household) to: 
MAXX P2 300, Ultimate PC, 1 Roman Court, 48 
New North Road, Exeter, Devon, EX4 4EP. 

All entries need to be with us by 30th 
September 1998. 

mtis 


1. Employees of Rapide Publishing are 
not allowed to enter 

2. Multiple entries are forbidden, so 
don't waste your money on the postage! 

3. The editor's dedsion is final 


SPieiAl IlfAIS 


As you can see, Spedal Reserve 
sell PCs of top quality with the 
latest and best components. 

If you are interested in obtaining 
more information about Spedal 
Reserves range of PCs, why not give 
them a call? 

The MAXX range is unique by 
virtue of the extensive list of 
custom options available, including 
DVD 3DFX and 3D2 Voodoo 2. 

To find out more about these 
great deals give Spedal Reserve 
mail order a call on: 

01279 600204 or write to them 
at: PO Box 847, Harlow, Essex, 
CM21 9PH. 



Special 

Reserve 

Live (5) http:// 
spedal. reserve.co.uk 
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It has bees GritiGlseil by Journalists, it has evei been slated as a pale Windows IS.1, 
bet, for PC gaolers, Jest what are the real advantages nf upgrading tn Windows 98? 
IPC reporter David Gibbon takes a leak at Miernsaft’s latest hot prapert]|. 
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j ■ ess than a decade ago the world of PC gaming was as different as ice is to 

j li water. Windows 3.1 was installed on every machine, but it only ever allowed 

j simple, less complex games to be played. What PC users really wanted was a platform to 
j make games easy to install and better, faster to play. The PC world was eager to see just 
! what Bill Gates and his team at Microsoft could come up with next. And, as we all know, 

S they didn't disappoint. Windows 95 was born and revolutionised the way PCs are used, 
j They made them more accessible, easier to use and turned the PC into a format where 
i games could seriously compete with the consoles of the nineties, 
j But where can Microsoft take us now? June 25th saw the launch of what Microsoft 
j consider their most important product ever, Windows 98. Its launch caused an absolute 
! frenzy the world over. In the UK, shops across Britain opened at midnight as thousands 

3 ^ poured in to snap up the latest Gates offering and find out if it's just as revolutionary as 
Windows 95. And in the US, New Yorkers who lined up to purchase copies of Windows 98 
] even got free pizza, courtesy of local Microsoft employees! 

i Since its release, Windows 98 is now on sale in more than 40 countries across the world. 

I More than 200 PC manufacturers are shipping all their new machines with it installed and 
I Microsoft are predicting that at least 60% of Windows 95 users will upgrade, 
i However, as users who have upgraded have found out, Windows 98 is most definitely not 
i as revolutionary as Windows 95 was. After installing it on a PC, things look pretty much 
I exactly the same. Cosmetically, there are very few changes. Most of the alterations and 
I improvements go on behind the scenes and are not clearly visible. 

H But journalists have said it's too slow and there just aren't enough differences to 
} warrant upgrading. So just what exactly does it offer and can it help PC games players? 
i I went along to interview Windows 98 UK Product Manager, David Weeks, to find out 
i just what are the benefits of upgrading to Microsoft's latest operating system. 

' UPC: How successful has Windows 98 been so far? 

I David: The sales of Windows 98 so far have exceeded the sales of Windows 95 in the 
I same period. Sales have been tremendous and we are excited about the product and the 
I success it's having. 

UPC: Were you surprised when you heard people queued at midnight to get hold of 
Windows 98? 

David: The market is excited about new products coming out and it's great to see the 
enthusiasm for Microsoft's next release or next platform, which was Windows 98. So no, 
we weren't really surprised on that one. 

UPC: Was the initial buying frenzy the same around the world? 

Dmavid: Yes, Windows 98 was released on June 25th in Australia, where people queued 
up to buy it at midnight. And the same thing happened in Germany, USA and Japan. 

The situation has, in fact, occurred in most nations around the world. 
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THE BENEFITS HE A USB JBVSTICK! 

As more and more new PCs come with USB or Universal Serial Bus ports, Microsoft 
decided to add full USB support within Windows 98. 

The industry is now seeing loads of USB peripherals being released, including keyboards 
and mice. But what are the benefits for PC gamers? Well, using a USB joystick/joypad 
gives a much better response than plugging a pad into a PC's normal gameport. The 
reason behind this is that, while a normal gameport can transfer data at 440kilo-bits per 
second, a USB port can send information at a much faster 12mega-bits per second. 

This means that, if you are playing a game which requires very fast reactions, using a 
USB pad will give you a far better, and much faster, response than normal. Not only that 
but USB add>ons can be plugged in/removed while your PC is still switched on - and you 
won't need to reset your machine (as was always the case with W95). 

Another benefit is the fact you can chain USB peripherals together. In theory, this means 
you can plug in two pads and have a real two player game (something most PC gamers 
sadly miss!). However, for two USB pads to work in a two player game, the games 
developer would need to add some code to a game before it would work. The great news 
is, though, that most new games will have this extra bit of code! 

You can connect any old joystick/joypad into a USB port by simply buying a USB adaptor. 
However, there are also a number of dedicated USB joysticks/joypads on the way, 
including the Microsoft Sidewinder Precision Pro. Set for launch in the latter half of the 
year, the Precision Pro is a fully digital device and will be fully programmable. Just think 
how great it will be to finally experience two player PC gaming. It'll be bloody fantastic! 



UPC: How can you justify selling the upgrade for over eighty pounds? 

David: It's a new product that has spent three years in development. A lot 
of research and development costs went into Windows 98 to fulfill our 
goals with the product. We have a put a lot of new features into Window 
98 and we expect customers to get the best out of it, so no, I wouldn't say 
it was an expensive product. 

UPC: Some have said Windows 98 should have been called Windows 95.1 
because there are so few differences visually... 

David: Windows 98 is far from that. When you install Windows 98 there are 
no dramatic changes to the desktop, which I suppose people came to 
expect for the dramatic changes we made from Windows 3.1 to Windows 
95. But Microsoft has always said Windows 98 is more an evolutionary 
product than revolutionary. If you look underneath the covers of Windows 
98, there are some extraordinary advances. There's lots of speed 
improvements to be had by changing your hard disc FAT table. And you can 
reclaim up to 25% of your hard disc by converting it to FAT32 from FAT16. 
It can also accept a new generation of hardware through USB and, while 
Windows 95 users had to go through configuration settings which caused 
problems for general users, connecting a USB device is as simple as 
connecting a household device into an electrical socket. We've made some 
huge improvements there. We've also made the operating system much 
more robust and it's got some superb features in there like system file 
checker which corrects files that have been corrupted. 

Windows 98 also supports the new generation of multimedia. We've got 
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DirectX5.0 built in, which delivers very fast and realistic sound and graphics on your PC 
and much more. 

UPC: One notable concern is that, while Microsoft claim Windows 98 launches 
applications faster, most users have noticed it's actually slower? 

David: When you first load Windows 98 you are going to get the same performance, 
maybe slightly better than with Windows 95. What Windows 98 does is, it logs what 
applications you use on the most frequent basis. Whether it's a word processor or a 
game, Windows 98 logs it. Then, when Windows 98 goes through its tuner, which is a 
program that cleans up files and speeds up the system on a regular basis, it will also 
speed up the launch time of the software you use most regularly. It's not an 
instantaneous increase in speed, but after a period of time you'll notice a good increase. 

UPC: Windows 98 takes up around 200 MB of hard disc space, which is an awful lot... 

David: Obviously, we are moving forward all the time and as demands from the consumer 
on hardware and what it can do grow, we needed to address that. And obviously, as the 
demands are more on the operating system, the code is going to get bigger. You can, 
however, perform custom install with Windows 98 to choose the bits you want and save 
some hard disc space. We worked hard on making Windows 98 as small as possible and, 
with all the features it has, I think we've done a great job. And with the savings users 
will make from changing their hard disc to FAT32, they will reclaim a lot of hard disc 
space anyway. 

UPC: How many people actually worked on Windows 98? 

David: We had hundreds of developers that come in and out of Microsoft. The 
development time was three years, and during that time an awful lot of 
people contributed. 

UPC: What is the key features for PC games players? 

David: There's a lot of features in there for gamers. Obviously, there's DirectX5.0, and 
DirextX6.0 is now available, free of charge, to download from www.microsoft.com. DirectX 
provides programmers the code to develop faster, more realistic-looking Windows 98 
games. Other key features for games include the addition of support for USB 
joypads/joysticks, and there's multi-monitor support. This provides the gamer with the 
opportunity to have multiple views. Just imagine the scenario: you are walking through 
the Doom maze and you have a single forward with the gun. But with multi-monitor 
support, you will be able to have side views and rear views so you can see who's 
sneaking up behind you - especially in multiplayer gaming. We are working with some 
developers now to take advantage of this great new technology to make the whole 
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gaming experience much more realistic. 

UPC: Windows 98 also has full DVD support? 

David: Yes, we see DVD as an up and coming format and we 
fully support it. Windows 98 has a built-in on-screen DVD 
player which fully supports the forthcoming DVD upgrade 
kits, including the available Encore model from Creative 
Labs. With DVD, because it's multi-layered you can have the 
option of multi-camera angles and you can choose which 
view you want, what camera angle you want and you can 
interact with it. And with many games coming on multiple 
CDs, you can have all that on one DVD. I don't think it will 
take the time it took CD-ROM to take off; within 6-12 
months we are going to see some really great games 
software coming out. 

UPC: How much real help does it offer for getting onto the 
Net? 

David: Normally, getting onto the Net can be a fairly 
complex process. You have to dial in, configure it, set up 
the modem and get your ID in place. Very difficult, very off- 
putting and 807o of users don't want to know how it works, 
they just want to know it will work. With Windows 98, you 
can go in there and, if you have got an ISP (Internet 
Service Provider) already, it will work as usual. However, if 
you don't, it will offer you a choice of ISPs, such as AOL, 
MSN and it will do everything for you. Install the software, 
set everything up, leaving you to surf the Net, hassle free. 

UPC: How seriously does Microsoft take on-line gaming? 

David: We take it very seriously! We have the On-Line 
Gaming Zone, but it's something that's a fairly niche market 
at the moment. As more and more people access the 
Internet, we are expecting huge growth in this market. It's 
something Microsoft are looking at all the time and we 
expect to have more news about this in the future. 

UPC: Will Windows 98 allow for better PC games? 

David: Absolutely! We have had a DirectX evangelist now for 
12-18 months and we have been working very closely with 
him. We are working very closely with all the top games 
companies, including Psygnosis, Electronic Arts, Rage, 
Activision and Bullfrog, to help them understand the 
technology and have early access to our code to develop 
some great games. 

UPC: Will Microsoft be continually updating Windows 98? 

David: When new products launch or we want to add more 
to Windows 98, which we fully expect to happen. We will be 
posting free downloadable upgrades on the Windows 98 
Web site on the Internet. 
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BILL GATES - 
THE RICHEST MAN 
IN THE WOHLD! 

As co-founder, chairman and chief executive 
officer of Microsoft Corporation, the world's 
leading provider of software for personal 
computers, Mr Gates is a fairly wealthy guy. 
Deemed the richest man in the world. Bill is 
said to be worth a whopping £32 billion 
(God, I wish I'd thought of W95 now!).Bill 
Gates was born on October 28, 1955. He and 
his two sisters grew up in Seattle. Their 
father, William H. Gates II, is a Seattle 
attorney. Mary Gates, their late mother, was a 
school teacher. University of Washington 
regent and chairwoman of United Way 
International. As a kid. Gates attended public 
elementary school before moving on to the 
private Lakeside School in North Seattle. It 
was at Lakeside that Gates began his career 
in personal computer software, programming 
computers at the age of thirteen. In 1973, 
Gates entered Harvard University as a 
freshman, where he lived down the hall from 
Steve Ballmer, who is now Microsoft's 
executive vice president for sales and support. 
While at Harvard, Gates developed the 
programming language BASIC for the first 
microcomputer - the MITS Altair. In his junior 
year. Gates dropped out of Harvard to devote 
his energies full-time to Microsoft, a company 
he had started in 1975 with his boyhood 
friend Paul Allen. Guided by a belief that the 
personal computer would be a valuable tool on 
every office desktop and in every home, they 
began developing software for personal 
computers. In 1995 Gates made more money 
by writing the book, 'The Road Ahead.' This 
was his vision of where information 
technology will take society. Co-authored by 
Nathan Myhrvold, Microsoft's chief technology 
officer, and Peter Rinearson, The Road Ahead 
held the No. 1 spot on the New York Times' 
bestseller list for seven weeks, and remained 
on the list for a total of 18 weeks. Published 
in more than 20 countries, the book sold more 
than 400,000 copies in China alone. In 1996, 
while strategically redeploying Microsoft to 
take advantage of the emerging opportunities 
created by the Internet, Gates thoroughly 
revised The Road Ahead to reflect his view 
that interactive networks are a major 
milestone in human communication. The 
paperback second edition also has become a 
bestseller. Gates is donating his proceeds 
from the book to a non-profit fund that 
supports teachers world-wide who are 
incorporating computers into their classrooms 
(ahh, bless him!). Amazingly, Bill has even 
had time to get married! He and Melinda 
French Gates were married on January 1, 

1994. They have one child, Jennifer Katharine 
Gates, who was born in 1996. Not only that, 
but he is also an avid reader, and enjoys 
playing golf and bridge. How does he get the 
time? Well, I suppose being the richest man 
in the world, he can do want he wants! 



WHO WANTS TO WORK 
FOR RtLL GATES? 

As the largest computer company in the world, Microsoft 
employ a fair number people. For anyone interested in 
working with computers, there are few companies that 
offer a better salary, better prospects and more 
company perks than Microsoft. 

Although the head office is based in Seattle, USA, the 
company also has offices right across America and the 
rest of the world. In the UK, Microsoft has offices based 
in the Thames Valley Park, Reading. They are constantly 
looking for new development staff, from programmers 
to managers. More information can be obtained by 
calling (0870) 6010100 or accessing the Web site at: 
www.microsoft.com/uk/jobs. 

Should you decide you would like to work for Microsoft 
in the US, it's reported some even get a house as part 
of the job! Other company perks include cars, pension 
schemes and more! And, as long as you get your work 
done, Mr Gates doesn't even mind what hours his 
programmers work (apparently, some work through the 
night). Crikey, what am I doing in journalism!? 
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A games developers’ perspective 

Long time serving, self-confessed games fanatic and managing 
director of Sensible Software, Jon Hare knows a thing or two 
about PCs. It was his game designs and programming talent 
that led to one of the most playable arcade footie games of all 
time. Sensible Soccer. To find out what the games industry 
thinks of W98, what better person to approach?! Although 
busy working on a new version of Sensi, Jon took some time 
out to give his honest (very honest!) opinion of Windows 98. 


UPC: Sales of Windows 98 are going through the roof, but 
have you upgraded at the Sensi office? 


Jon: My PC isn't Win 98 yet, but I know some of the 
other guys' are. 


blindingly obvious that any games machine should come with 
at least one game port as standard. 


UPC: Microsoft say they are targeting the games player. If you 
were a home PC gamer, would you upgrade? 


UPC: What about its ability to take advantage of new hardware, 
such as DVD? 


Jon: Win 98 is a nail in the coffin of the PC as a games 
machine in my opinion. It has been created purely to make 
Microsoft and, possibly some hardware companies, money, and 
for both the software developer, publisher and the games buyer 
alike, it would appear to be a totally unnecessary, costly and 
ill-timed pain in the ass. 


Jon: That, I suppose, is a good thing, although doubtless they 
will change W98 again before anyone has had the opportunity 
to write a game that fully takes advantage of all the benefits 
and pitfalls offered by DVD. 


UPC: Microsoft say its main features for gamers are its extra 
speed, the ability to use two joysticks and the fact that you 
can plug in up to nine monitors. Do you see these are the 
main benefits for gamers? 


UPC: Many have said Windows 98 should be called Windows 
95.1 because they say it features Windows 95 bug fixes, 
Internet Explorer 4.0. and little else... 


Jon: How many times do they think people are going to fall 
for this crap? 


Jon: Really, they should have thought of this before. The Atari 
VCS had multiple game ports about 20 years ago; it's 
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WANf f0 LEARN MORE AROUT WINOOWS 98? 

There's no better way of learning about a new piece of software than reading a good quality book, and this release from IDG Books is most certainly that! 

Priced at £23.99, this is the latest and, undoubtedly, the most colourful Windows 98 book available. Windows 98 Simplified was created by the Maran family in Toronto, 
Canada, who invented this easy to read and colourful layout. Their computer book series has now sold over five million copies worldwide, and this latest offering is bound 
to become a huge seller. 

As soon as you open the first page, you begin to realise why the Maran family have sold over five million books. Each page is absolutely filled to bursting point with colour 
and well drawn, easy to understand graphics. Each page is split into simple, very digestible pieces of information, helped along by a floppy disc cartoon character to make 
it all very friendly. 

Although not as lengthy as some other Windows 98 books, this being twelve chapters and 225 pages, Windows 98 Simplified certainly lives up to its name more than any other 
book I've seen. The first chapter provides the beginner with an introduction to Windows 98, and how to do things such as moving or changing the size of a window. Later 
chapters go on to show you how to use Wordpad, how to defragment your hard disc and use Window 98 task schedule feature. 

The last few chapters home in on using the Internet, sending email and using Active Channels - this being a major feature of Windows 98. And while describing 
how to do something, the book shows you in simple, numbered steps. Each numbered step only uses a small paragraph of text, but it's so well written that you'll 
pick it up immediately. 

To all Windows 98 users looking for more help, I can't recommend this book highly enough. It's stunning to read and even better to look at. While most books are huge back 
and white manuals with lots of boring text, this is a real breath of fresh air. If this can be improved upon. I'll eat my hat (and I don't even wear one!). 
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UPC: Do you think Windows 98 makes life as a gamer easier or better? 


Jon: Only for new gamers. For old and existing gamers it is largely a pain in 
the ass. Win 98 was announced very shortly (about two weeks) after Sensible 
Soccer '98 was finished, and when we tried to run SS98 we found it was not 
compatible! Luckily we were able to fix it by putting a patch on our Web site 
(www.sensiblesoccer.com). But the blatant truth is that quite a few games 
finished before April '98 won't work without some modification, so hard luck 
all you Win 98 punters! You'll probably have to throw away all your old PC 
games and start building up your collection again from scratch - that's if you 
can be bothered, of course. 


UPC: What do you currently have in development? 


Jon: A new version of Sensible Soccer for later this year (September/October) 
including about 200 European club sides in addition to the national sides. All top 
European club competitions, and the English, Scottish, Italian, Spanish, French, 
German, Dutch and Belgian leagues, plus the World Cup and European 
championship qualifiers. A Win 98 fix (of course!) and some subtle improvements 
in the gameplay and commentary (possibly with a new commentator, i.e. 
hopefully not me!). There'll be a comprehensive overhaul and loads of new 
graphics in the menus. Also much improved in-game graphics, including fantastic 
new graphic textures and models, super smooth player turning and fancy new 
penalty shoot-out (with big graphics). 


UPC: At Sensible, do you think you will create games to take advantage of Windows 98? 


Disclaimer 

We would like to make it clear that the 
views expressed by any individuals or 
companies within this feature are not 
necessarily those of Ultimate PC or 
Rapide Publishing. 


Jon: Sensible will create games that function under Win 98, of course. But at the 
end of the day, if a new computer game were a girl you just met, when it 
actually comes down to performance time and a chance for a bit of interaction, 
unless this girl performs well and looks just as good with her clothes off as she 
did with them on then, it won't be long before your joystick droops and your 
ardour weakens. Hardware (like W98) is superficial eye candy - it's great software 
that really turns the punters on. ■ 
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MAXX RWCD OPTION. Fitted with HP 
Surestore 7200i internal CD Re-Writer capable 
of storing 640 MB of back up 
data or 74 minutes of 
audio on cheap 
Recordable or Re¬ 
writable CD’s. Back 
up your hard drive or 
audio CD’s with ease. 

Picture also shows 
DVD drive fitted as 
primary CD ROM drive. 


Pqf in 9 Monthtl 

on any purchases totalling ovor 

£200 

10% deposit, no more to pay for 9 months and no 
interest, subject to status. You can buy anything 
from our catalogue or shops this way, providing 
your total purchase is over £200. 

0% APR If the balance is paid in full after 
9 months or 29.8% APR extended loan. 

Our prices are not inflated to support this option. 

3 Year Personal Loan also available @ 19.9% APR. 


MAXX "XS” OPTION 

Costs £79.99 including VAT. Exclusive to Special Reserve 

AND STRICTLY ONLY AVAILABLE AT THE SAME TIME AS PURCHASING 

A Special Reserve PC. Provides productivity, recreation, 

CREATIVITY AND A VIRTUAL LIBRARY OF INFORMATION FROM 

Microsoft and Dorling Kindersley. Immense value. 


XS Software includes: 

Dorling Kindersley The Way Things Work 2 
Dorling Kindersley Encyclopedia of Science 2 
Dorling Kindersley Encyclopedia of Nature 2 
Microsoft Wine Guide. Guide to regions and 6000 wines 
Microsoft Cinemania 97. History of the film world 
Microsoft Dangerous Creatures 
Microsoft Fine Artist. Superb for young designers 
Microsoft 3D Movie Maker 

Microsoft Publisher. Full Desktop Publishing package 
Microsoft Publisher Design Pack with Clip Art etc. 
Microsoft Scenes Screensaver 
Microsoft Golf 3. Multimedia game 
Carmageddon. Chart-busting mahem game 
Actua Soccer. Supreme football action 


WHAT THE PRESS SAY 


PC Home 95% top rating ever “The Special Reserve PC is an outstanding package. It worked 
perfectly from its first power up and was nicely set up with all the software installed and ready to 
run.... Two similar specification PC’s can actually be as different as chalk and cheese. The one^ 
that really stood out from the crowd was the Special Reserve PC, it really is a stunning package." 
PC Plus - third report of long term test (August ‘97) “The Special Reserve crosses the finish 
line without tripping up in eight months of all-day use... it hasn’t let me down and has felt solid 
and comfortable throughout... I can happily endorse it” 

Computer Life “I don’t believe it! A mere £1700.... damn good value for money... the hard 
drive is an ultra-fast Quantum... you won’t find significantly better quality components 
anywhere... a stonking spec for the price” 

PC Advisor “Sizzling PC if you are looking to upgrade or want the best PC for the office... 
designed to deliver maximum power and performance... games and multimedia users should 
take a look because this machine has a lot to offer” 

Computer Shopper “Clearly the best equipped for bundled software and a superior multimedia setup” 
PC Plus 10/10 Gold Award “There is nothing we have seen in the last year to touch the Special 
Reserve PC. A great machine on or off line. Excellent value particularly if you play games" 

PC Gamer “A great machine at a superb price. Special Reserve is an outstanding winner. 
Best value combination I’ve seen in a long time” 

Computer Buyer 5 Star Rating and Showcase Product “Absolutely ideal. Surprising power 
for the price” 

PC Format Best Multimedia Buy “Power and Value.... A clear winner” 

What Personal Computer “Best balance of hardware and software” 

What PC Magazine Best Buy “Solid performance, whopping software 
bundle, substantial hard disk and up-to-date technical specification” 

So You Want To Buy A PC? “A great price for a machine with such high 
specifications, great performance and giant software bundle” 

PC Home magazine “Totally outrageous for a home computer... can they 
really supply all this for £1500?” 

Computer Shopper 100 PC test Best Budget Buy 


Everythino Down 

PC Upgrade 



DIGITAL CAMERA Now Down To 

FUJI DX-7 DIGITAL CAMERA ▼ .279.99 

SCANNERS Now Down To 

MUSTEK SCANEXPRESS 6000P COLOUR FLATBED SCANNER ▼ .69.99 

MUSTEK SCANEXPRESS 12000P COLOUR FLATBED SCANNER ▼ .99.99 

CD ROM & DVD DRIVES Now Down To 

MITSUMI 16X CD ROM DRIVE ▼ .29.99 

CREATIVE LABS 24X CD ROM DRIVE T .39.99 

SAMSUNG 32X CD ROM DRIVE T .54.99 

CREATIVE LABS DXR-2 DVD MPEG-2 CARD ▼ .69.99 

CREATIVE LABS 2X DVD & 20X CD ROM T .89.99 

MODEMS Now Down To 

INTERNAL 33.6 VOICE/FAX/MODEM T .29.99 

DIAMOND SUPRAEXPRESS “INTERNAL 56K“ VOICE/FAX/MODEM ▼ .59.99 

CREATIVE LABS PHONE BLASTER VOICE INT 28.8 ▼ .69.99 

DIAMOND SUPRAEXPRESS “EXTERNAL 56K“ VOICE/FAX/MODEM T .. .69.99 

INTEL PROCESSORS Now Down To 

PENTIUM II (CELERON) 266 MHz INTEL CPU CARD T .99.99 

WITH MMX TECHNOLOGY AND INTEGRATED HEATSINK AND SILENT FAN 

INTEL P166 MMX OVERDRIVE CPU ▼ 129.99 

INTEL P180 MMX OVERDRIVE CPU T .159.99 

INTEL P200 MMX OVERDRIVE CPU T .199.99 

PENTIUM II 266 MHz INTEL CPU CARD ▼ .199.99 

PENTIUM II 300 MHz INTEL CPU CARD ▼ .329.99 

PENTIUM II 333 MHz INTEL CPU CARD ▼ .369.99 


WITH MMX TECHNOLOGY AND INTEGRATED HEATSINK AND SILENT FAN 


HARD DISK DRIVES Now Down To 

QUANTUM BIGFOOT 1.2 GB E-IDE HARD DRIVE T .59.99 

SAMSUNG 1.25 GB HARD DRIVE T .69.99 

QUANTUM FIREBALL TEMPEST 1.25 GB E-IDE HARD DRIVE T .74.99 

QUANTUM BIGFQOT 2.5 GB E-IDE hard drivE T .89.99 

QUANTUM FIREBALL TEMPEST 3.2 GB E-IDE HARD DRIVE T .114.99 

MAXTOR DIAMOND MAX 4 GB E-IDE HARD DRIVE T .129.99 

QUANTUM FIREBALL SE 4.3 GB E-IDE/ULTRA DMA HARD DRIVE T .149.99 

QUANTUM FIREBALL SE 8.4 GB E-IDE/ULTRA DMA HARD DRIVE ▼ .219.99 

3.5” HARD DRIVE TRAY TO FIT 5.25” DRIVE BAY T .4.99 

IDE HARD DRIVE RIBBON CABLE T .5.99 


LEADS Now Down To 

BIDIRECTIONAL PRINTER LEAD (PARALLEL) 1.8 METRES T .6.99 

ALFA QUAD 2 PLAYER JOYSTICK ADAPTOR T .16.99 

ANTI-SURGE 4 WAY TRAILING MULTIPLUG ▼ .19.99 


GRAPHICS CARDS & ACCELERATORS Now Down To 

DIAMOND STEALTH 3D 2000 PRO 2 MB 2D/3D GRAPHICS CARD T .29.99 

DIAMOND VIPER V330 AGP 2D/3D GRAPHICS CARD FOR PENTIUM II PC T 49.99 

DIAMOND STEALTH 3D 4000 AGP 4 MB 2D/3D GRAPHICS CARD T .54.99 

MATROX MYSTIQUE HOME 220 4MB 2D/3D GRAPHICS CARD + GAMES 
INCLUDING; KAI’S POWER GOO, MOTO RACER & DISNEY’S TOY STORY T . . .79.99 
ORCID RIGHTEOUS 3Dfx VOODOO 4 MB 3Dfx ACCELERATOR + 4 GAMES 


INCLUDING: MECHWARRIOR 2, SEGA RALLY. SCORCHED PLANT + 

1 ST EPISODES OF JEDI KNIGHT, MONSTER TRUCKS & FATAL RACING ▼ . . .89.99 

DIAMOND MONSTER 3Dfx VOODOO 4 MB 3Dfx 
ACCELERATOR + 4 GAMES INCLUDING: FORMULA ONE, 

EF2000, DESCENT 2 & MECHWARRIOR 2 T .99.99 

DIAMOND FIRE GL 1000 PRO AGP 

GRAPHICS CARD FOR PENTIUM II PC T .129.99 

GRAPHIC UPGRADES (INCLUDING 3Dfx) Now Down To 

1 MB GRAPHICS RAM UPGRADE T .9.99 

4 MB APOCALYPSE 3DX 3D ACCELERATOR + 5 GAMES 
INCLUDING: ULTIMATE RACE, TOMB RAIDER. 

WIPEOUT 2097, MECHWARRIOR 2 & TERRACIDE T .69.99 

4 MB ORCHID RIGHTEOUS 3Dfx VOODOO ACCELERATOR -i- 5 GAMES T ...89.99 

8 MB DIAMOND MONSTER 3DII (VOODOO II) ACCELERATOR ▼ .149.99 

MATROX RAINBOW RUNNER STUDIO UPGRADE CARD T .149.99 

CREATIVE LABS 3DII BLASTER (VOODOO II) 12 MB 3Dfx 
ACCELERATOR h- 4 GAMES INCLUDING: INCOMING, 

ACTUA SOCCER 2, ULTIMATE RACE PRO & G-POLICE T .209.99 

ORCID RIGHTEOUS 3DII (VOODOO II) 12 MB 3Dfx ACCELERATOR -i- GAMES 
INCLUDING: BATTLEZONE, INCOMING, G-POLICE & JEDI KNIGHT ▼ .229.99 

MOTHERBOARDS Now Down To 

GEMLIGHT “AT“ PENTIUM TRITON 2 HX FOR P75 to P200 ▼ .49.99 

GIGABYTE “AT“ PENTIUM TRITON 3 VX 

MMX FOR P75 MMX to P233 MMX T .69.99 

INTEL PENTIUM PRO “ATX“ VS440FX FOR PENTIUM PRO 180 or 200 T 79.99 

INTEL PENTIUM II “ATX“ PD440FX FOR P2 233 or P2 266 ▼ .84.99 

CHAINTECH PENTIUM II “ATX“ (CT 6LTM2) (NO CPU) ▼ .99.99 

PRIHTERS Now Down To 

CANON BJC 250 COLOUR BUBBLEJET PRINTER T .89.99 

CANON BJC 4300 COLOUR BUBBLEJET 

PRINTER (WITH SCANNER OPTION) T .124.99 

CANON BJC 620 COLOUR BUBBLEJET PRINTER ▼ .199.99 

SCANNER CARTRIDGE FOR BJC 4300 or 4650 (IS22) T .79.99 

EPSON STYLUS 400 WITH FREE SOFTWARE AND PAPER T .134.99 

EPSON STYLUS 600 WITH FREE SOFTWARE AND PAPER ▼ .174.99 


CD WRITERS & BACKUP DRIVES Now Down To 

100 MB IOMEGA EXTERNAL ZIP DRIVE T .99.99 

HP SURESTORE 72001 INTERNAL CD “RE-WRITER** T .279.99 

HP SURESTORE 7200e EXTERNAL CD **RE-WRITER** T .339.99 

BACKUP MEDIA Now Down To 

PACK OF 10 VERBATIM FORMATTED 2HD 3.5” DISKS T .4.99 

PACK OF 10 VERBATIM CD-R RECORDABLE “NOT RE-WRITE** CD’s T ...17.99 

100 MB CARTRIDGE FOR ZIP DRIVE (IOMEGA) T .9.99 

3.2 GB CARTRIDGE FOR 3.2 GB DITTO DRIVE (IOMEGA) ▼ .14.99 


HEWLETT PACKARD DESKJET 690C-r COLOUR INKJET PRINTER T .169.99 


MONITORS Now Down To 

14” ADI PROVISTA E30 MONITOR ▼ .124.99 

15” ADI PROVISTA E40 MONITOR T .139.99 

17” ADI MICROSCAN 5P MONITOR T .299.99 

21” ADI MICROSCAN 6G MONITOR T .799.99 

NETWORK LEADS Now Down To 

ETHERNET NETWORK CARD ▼ .14,99 

HEAD2HEAD NETWORK KIT FOR TWO PC’s ▼ .34.99 


MISCELLANEOUS PC ACCESSORIES Now Down To 

CREATIVE LABS CS120 STEREO SPEAKERS T .9.99 

SWAN NECK MICROPHONE ▼ .9.99 

PROGRAMMABLE MULTIMEDIA KEYBOARD T .22.99 

MICROSOFT NATURAL KEYBOARD T .37.99 

COMPUTER TOOLKIT (25 PIECE ▼ .39.99 


4 MB RAM T .9.99 

8 MB RAM ▼ 15.99 

16 MB RAM T .22.99 

EDO RAM Now Down To 

4 MB *EDO* RAM ▼ 6.99 

8MB*EDO*RAMT .11.99 

16 MB *EDO* RAM ▼ 16.99 

32 MB *EDO* RAM T .28.99 


Now Down To 

9.99 
.49.99 
69.99 
.75.99 

Now Down To 

.18.99 
.29.99 
.41.99 

Now Down To 

4 MB *EDO* RAM (PAIR) ▼ .12.99 

8 MB *EDO* RAM (PAIR) T .21.99 

16MB*EDO*RAM(PAIR) T .29.99 

32 MB *EDO* RAM (PAIR) ▼ .54.99 


SOUND CARDS & SPEAKERS 

CREATIVE LABS CS120 STEREO SPEAKERS T 
SOUND BLASTER 32 PLUG ‘N’ PLAY SOUND CARD T 
CREATIVE LABS PHONE BLASTER VOICE INT 28.8 ▼ 

SOUND BLASTER **VALUE AWE64** PLUG ’N’ PLAY SOUND CARD T 

RAM Now Down To 

4 MB RAM (PAIR) T 
8 MB RAM (PAIR) T 
16 MB RAM (PAIR) T 


SDRAM DIMM RAM Now Down To 

16 MB 66 MHz SDRAM DIMM EXPANSION T .19.99 

32 MB 66 MHz SDRAM DIMM EXPANSION T .29.99 

64 MB 66 MHz SDRAM DIMM EXPANSION T .54.99 

64 MB 100 MHz SDRAM DIMM EXPANSION T .99.99 


All Special Reserve Shops have 
PC Upgrade and Repair facilities. 
It’s easy to park 



”lt’s the ki^ of PC we like. BIG!*’ Review - PC Format Christmas 1997 

"The one that really stood out... it really is a stunning package” - PC Home 

Inevitably some products listed may not yet be available. Please phone to check availability. Prices may change without prior notification. Sent to press 10/07/98. Errors & Omissions Excluded. Inter-Mediates Ltd, The Maltings, Sawbridgeworth, Herts. 

























































































































WHY BUY MAXX? 

1. You can’t buy a more powerful machine for the price. In fact you can’t buy a 
more powerful machine than the Special Reserve MAXX PC. 

2. MAXX is Hand-built in the UK from only top-quality brand-name components 
made by manufacturers such as Intel, Diamond and Creative Labs. Every part is 
genuinely THE LATEST and THE BEST. 

3. Designed for the home, MAXX has all state-of-the-art technology plus a range of 
hugely desirable CUSTOM OPTIONS to fit now or add later. 

4. Massive hard drive (8000 MB or more!), tons of fast RAM, powerful 3D AGP 
graphics. Read the descriptions elsewhere and you’ll see why we call it the MAXX. 

5. The easiest of payment terms with only 10% down, nothing to pay for 9 months 
and no interest if you pay the balance in full after 9 months (subject to status). 

6. Other manufacturers often charge you more and always give you less. If you’re 
not fully satisfied after three days trial we’ll give you your money back. 

WE RE ABSOLUTELY SURE YOU’LL BE IMPRESSED! 


Special Reserve PC Support 

Special Reserve employs a team of over 30 trained technicians. 

One year comprehensive warranty is included with all Special Reserve PC’s. Some individual 
components or software items carry longer warranties supported by their manufacturer and 
in particular the 15” Adi Monitors supplied carry their own Adi 3 year on-site warranty. 
Shop - If you buy a PC from a Special Reserve Shop the warranty is fulfilled by the technical 
staff in that shop. They will explain problems face to face or they can be contacted by phone. 

Optional second year Shop Warranty is £60. (For shop-bought MAXX) 

Mail Order - If you buy by Mail Order we charge £25 for delivery and this includes upgrading 
you to On-site Warranty if you live in mainland England or Wales or Collection Warranty in 
Scotland. We are not able to supply PC’s to areas outside of normal distribution channels. 
Optional second year On-site warranty is £100. (For mail-order MAXX) 

Mail Order Warranty Line 01279 600206 


BIG MAXX 

From just 

999.99 

INC VAT 


-W'j 


Shown with 17” Monitor 
i,;.. Option (add £160) 





0 % 


Pay 9 

MONTHS 

LATER 


We only supply members but you 

CAN ORDER AS YOU JOIN. 

There is no obligation to buy 
ANYTHING AND MaIL OrDER TrIAL 
Membership is just 50p. Please see 

OUR ADVERT ON THE INSIDE BACK COVER 
OF THIS MAGAZINE FOR A LIST OF FREE 
GIFTS AND BENEFITS AVAILABLE TO NEW 
MEMBERS JOINING SPECIAL RESERVE. 

Sales Lines Open Late 

01279 600204 

Or order by FAX on 

01279 726842 

And we’ll fax back to confirm 
Or send your order by Post to 

Special Reserve 
PO BOX 847, Harlow, 
Essex, CM21 9PH 

We offer immediate cheque 

CLEARANCE FREE OF CHARGE. PLEASE 
MAKE CHEQUES PAYABLE TO 

Special Reserve. 

Or order on-line, extra 10% off games @ 

http://special.reserve.co.ulc | 

Special Reserve has been 
ESTABLISHED FOR 1 0 YEARS AND IS THE 
MARKET LEADER IN MaIL-OrDER HoME 

Computing & Video Games. 

We also have six 

Big Club Shops 

Sawbridgeworth Herts -01279 600399 
Chelmsford Essex - 01245 343777 
Bristol -0117 924 5000 
Nottingham - 0115 9491000 
Upminster Essex - 01708 225544 
Egham Surrey - 01734 473444 
All stock our entire range. 

Please see our advert on the inside back 
COVER FOR more DETAILS OF OUR SHOPS. 
Some items carry a £1 surcharge in the shops 


SUBJECT TO STATUS _ 

THE SPECIAL RESERVE MAXX PC MODEL RANGE 


MAXX P2 266 MAXX P2 300 MAXX P2 350 MAXX P2 400 


266 Mhz Intel Pentium II 
Intel 440LX Chip Set 
8 GB U-DMA Hard Drive 
64 MB SDRAM DIMM 
8 MB AGP 3D Graphics 
32 X Speed CD ROM Drive 
AWE 64 Wavetable Sound 
Diamond 56k v90 modem 
300 Watt Subwoofer 
Microsoft Windows 98 
Microsoft Works 4.5 
Microsoft Encarta 97 
20 Top-Game Demo CD’s 
15" Adi Monitor 


300 Mhz Intel Pentium II 
Intel 440LX Chip Set 
8 GB U-DMA Hard Drive 
64 MB SDRAM DIMM 
8 MB AGP 3D Graphics 
32 X Speed CD ROM Drive 
AWE 64 Wavetable Sound 
Diamond 56k v90 modem 
300 Watt Subwoofer 
Microsoft Windows 98 
Microsoft Works 4.5 
Microsoft Encarta 97 
20 Top-Game Demo CD’s 
15" Adi Monitor 


350 Mhz Intel Pentium II 
Intel 440BX Chip Set 
8 GB U-DMA Hard Drive 
64 MB PC100 SDRAM DIMM 
8 MB AGP 3D Graphics 
32 X Speed CD ROM Drive 
AWE 64 Wavetable Sound 
Diamond 56k v90 modem 
300 Watt Subwoofer 
Microsoft Windows 98 
Microsoft Works 4.5 
Microsoft Encarta 97 
20 Top-Game Demo CD’s 
15" Adi Monitor 


999.99 (851 .05-eVAT) 1099.99 (936.16-1-VAT) 1449.99 (1234.03-eVAT) 1699.99 (1446.80-eVAT) 

Select CUSTOM OPTIONS to increase your choice of specification. 

Our top model is a MAXX 3DII DVD RWCD XS P2 400 priced at £2324.96 (1978.69+VAT) 
Comprises MAXX P2 400 with most CUSTOM OPTIONS (below) fitted 

The ADi MONITORS supplied with MAXX PC’s are very high quality and include 3 years manufacturer’s on-site warranty 


CUSTOM OPTIONS FOR MAXX PC .Full details of these products are featured in our catalogue 

MAXX 3DFX Additional 4 MB Diamond Monster 3Dfx Graphics Accelerator with five top enhanced 3D games ... 99.99 

MAXX 3D2 Additional 12 MB Orchid Righteous 3DII Graphics Accelerator and four top enhanced 3D games... 229.99 

MAXX DVD Change 32 x CD ROM Drive to Creative Labs 2 x DVD & 20 x CD ROM Drive . 35.00 

MAXX RWCD Additional HP Surestore 7200i Internal CD Re-Writer as a secondary CD ROM drive. 279.99 

MAXX XS Additional XS Software Pack of 10 multimedia CD’s & 3 top games. Shown left .79.99 

17” MONITOR Change 15” Adi Monitor to 17” Adi Microscan 5P Monitor ... 160.00 
21” MONITOR Change 15” Adi Monitor to 21” Adi Microscan 6G Monitor ... 660.00 
The ADI MONITORS supplied include 3 years on-site warranty from the manufacturer 

SECOND YEAR POINT OF PURCHASE WARRANTY (for a shop-bought PC) 60.00 

SECOND YEAR ON-SITE WARRANTY (for a PC bought by mail order) .100.00 

Second year warranties are only available at the same time as you buy your PC, and can be added to finance 

Extra RAM or other items from stock can be added at our normal prices plus £10 to fit. 
Your modem will be supplied complete with our own INTERNET STARTER GUIDE 
and 4 MONTHS FREE internet time. 



400 Mhz Intel Pentium II 
Intel 440BX Chip Set 
12 GB U-DMA Hard Drive 
128 MB PC100 SDRAM DIMI 
8 MB AGP 3D Graphics 
32 X Speed CD RCM Drive 
AWE 64 Wavetable Sound 
Diamond 56k v90 modem 
300 Watt Subwoofer 
Microsoft Windows 98 
Microsoft Works 4.5 
Microsoft Encarta 97 
20 Top-Garne Demo CD’s 
15" Adi Monitor 
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WHY DOES A MAXX 350 COST SO 
MUCH MORE THAN A 300? 

The 350 & 400 Mhz Pentium II 

PROCESSORS HAVE FASTER ARCHITECTURE 
AND AN ADDITIONAL 512K OF LEVEL 2 
CACHE. They require a later design of 

MOTHERBOARD AND THEY RUN WITH FASTER 

“PC100” 100 Mhz RAM. 
RESULT - BIG PERFORMANCE GAIN. 


-^li] 


30111 


Payment can be made by credit card, cheque or Pay 9 Months Later (0% APR) or 3 year Fixed Rate Personal Loan (19.9% APR) with 
10% deposit subject to status. Loans can be arranged on the spot in our Shops. Written details upon request. 

Please add £25 carriage if purchasing a MAXX PC by mail order. This includes upgrade to On-Site Warranty if you live in mainland 
England or Wales or Collection Warranty if you live in Scotland. 

Please see “PC Support” above. We do not supply areas outside of normal distribution channels. 

If purchasing from a Special Reserve Club Shop the warranty is covered at the shop and there is nothing to add to the prices. 

Mail Qrder Sales Lines 01279 600204 open ‘til 8 pm. We only supply members but Mail Qrder Trial Membership is only 50p. 
Qptions, fitting charges and carriage charges specified at the time of ordering can be added into the purchase price for the purpose of finance. 
All offers are subject to availability and prices and specifications may fluctuate. 


JPii, 


“There is nothing we have seen in the paist year to touch the Special ReservePC” 
“Totally outrageous for a home computer - can they really supply all this for £1500” 
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Publisher: MicroProse 
Developer: In-house 
Release: September 
Web Site: www.microprose.com. 
Players: One + 


star frek 

!■ Neh BHEBanoH 

Kliagn Imr Gnrl 

Are MlcreProse oiti a winner eemblning ffnrears game 
engine with the Star Trek license? 




ieutenant Worf was always my 
I favourite Star Trek character, 
even before he turned down a human 
admirer because she "wouldn't survive 
the coupling", and I always thought 
that Picard only wandered the universe 
acting hard because he knew he had a 
Klingon at his side. Until now, most Star 
Trek licensed games focused on various 
aspects of the human Federation, but 
with Klingon Honor Guard you can now 
play a lone Klingon, fighting to save his 
race's empire. 


Make it so 

MicroProse have utilised the Unreal 3D 
game engine to try and fully immerse 
the gamer in the Klingon Empire, giving 
a smoother; faster-running game, as well 
as a solid feel to the objects such as 
tables or chairs. The bad guys too will 
benefit frolYi Unreal's game engine. 
They're being created by stretching 
polygons over corners, which will give 
them a solid, more rounded feel as 
opposed to the weird joints and very 
sharp-looking edges of the denizens of 
previous games. 
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You can now play a lone Klingon, 
fighting to save his race’s empire 



Another good touch is the Lighting; 
as you can see by the screenshots, the 
game is very dark with unnerving 
shadows in the corners and alcoves 
which, by firing your weapons into 
them, you can briefly illuminate them. 
Okay, I know this isn't exactly a new 
idea but there's something strangely 
satisfying about firing a rocket down a 
dark corridor, and watching it light up 
the walls as it passes. 

Way of the warrior 

Klingon Honor Guard places players into 
the shoes of a lone warrior as he fights 
to find out who was responsible for an 
assassination attempt on the Klingon 
High Council. The game begins 
with the player engaged in 
training - supervised by 
Worf's brother. Captain 
Kurn - which is rudely 
interrupted by the 
attempted 
assassinations. 

From this point 
on, the player 
works through a 
campaign of 


over 20 levels, spread over seven 
different environments, from space 
stations to starships to alien cities. 
Between levels the player is briefed by 
Korek, a grizzled old Klingon who is 
supervising the operation to catch the 
perpetrators of the attack. The inclusion 
of this can only help to get the player 
engrossed in the story Line, providing a 
sense of purpose to the game. 

As well as this single player 
campaign option, there is also a 
multiplayer option, using the same 
Levels and interface. With the 
multiplayer option you can engage in 
the usual deathmatches or co-operative 
play, all over the Internet. 

Playing against other 
humans has usually been 
harder than battling 
computer enemies in 
the first-person genre 
of games, but that 
may change now 
with Klingon Honor 
Guard's use of 
Unreal's 
sophisticated 
AI routines. 


Computer enemies now behave in a 
similar way to humans, ducking 
behind cover, running for 
reinforcements, sounding the alarm 
and even working together to defeat 
you. Klingon Honor Guard includes over 
20 creatures and enemies capable of 
using these tactics against you, from 
Andorians, Lethians and Nausicans to 
floating attack droids armed with hi- 
powered rocket launchers. 

Engage! 

MicroProse could well be onto a 
winner with Klingon Honor Guard. 

With its use of Unreal's impressive 
game engine (which can be run on 
slower machines), as well as the Star 
Trek license, this game could well 
become a huge hit and join the ranks 
of classic first-person Internet 
compatible games such as Quake II. ■ 



I always thought that the Klingon ships looked better than their human eguivalents 
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HeBerimLion Pnrn 


Please reserve me a copy of PC Force at the amazing price of £1.95 


If you wish to receive a copy of mim 
or want to place a regular order for 
‘The ideal companion for dedicated PC gamers 
then hand this form into your local newsagent. 


Address 


".- Postcode 


ISSN 1461-3867 Price £1.95 





























levlew 




I 




SANTIAGO 


ASSAULT 


SANTIAGO 


ASSAULT 


SANTIAGO 


aIssaUlt 


SANTIAGO 


CLEAR 


mm 


■asOTT 







REVIEWS 

0 Rainbow 6 
7 Dominion 
10 Johnny Herbert 
ilO Might it Magic 6 
82 Premier Manager ’88 
y The Art of War 
Max 2 

86 Tribai Rage 

87 Panzer Commander 
8i Heart of Darkness 
90 Spec Ops 

92 Hardbail 6 

93 Reah 

9^ Aiain Prost 
3» Industry Giant 
98 Vangers 
9f On the 8aii 2 
9” Street Fighter 
100 Game Net Match 



wum 



A t the end of each review a box-out similar to the one :: 

■■ shown here will list all the information you need. For 
those interested in buying the reviewed game, its publisher and 
developer are listed, along with its price and release date. If you ^ 
have access to the Internet, a Web address for the product is also 
supplied. We then move onto the recommended specs for the | 
game - the amount of RAM and the processor speed is stated, | 
along with any graphics or sound requirements. With the number 
of games needing specific graphics accelerator cards increasing, 
this demands attention. We then have the comment and score, 

Ultimate PCs reviews are sponsored by Apollo Computers. We use a 
range of Apollo machines from PI50s up to Pentium 11 P300 MMX 
ones. All are equipped with 32MB 

Any game that has been classified 18 will now have this 
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Mplayer is one of the services 
supporting the game, and you'll be glad 
to hear it's free of charge! 


If you aren't a fan of games like Quake, 
where people just run around and shoot 
each other in the head several times, but 
want something similar involving a bit of 
strategy and lots of caution, you may 
want to try out hooking up Rainbow Six. 

Several different types of game can 
be played, from capturing other teams' 
hostages to the popular deathmatch 
mode. The most exciting feature of the 
multiplayer mode is the real-time voice 
option, enabling players to chat to each 
other as they attempt to ambush 
opposing teams. 


om Clancy probably would 
have preferred a better start in the PC 
gaming world. His first attempt at 
bringing his words to life with Politika 
didn't really give Red Storm the kick 
they needed, and the end result was a 
very poor turn-based strategy game. 
Buyers of the title will no doubt have 
their reservations about reaching into 
their wallets and purchasing another 
game with his name attached to it, but 
this time they should... 

Developers and publishers, Red 
Storm, fortunately have had a lot more 
room for imagination with the new 
project, Rainbow Six, which allows 
gamers to head a team of the best anti¬ 
terrorist special operatives from around 
the world, brought together to make 
one incredibly powerful and destructive 
unit. It's one of those games with huge 


Seme of tOe settings in Raiabow 
Six are quite nysterious. Yeur 
teams must be very cautious! 


There's no arcade style gameplay here. 
This is serious gaming requiring a lot of 
time, thought and care. 

A lot of research was put into the 
game, from talking with the real men 


action will help you to reach your 
goals. Remember, these aren't local 
thugs with fingers under vests 
attempting to rob the local bank, 
they're hard-core criminals with high 
demands, and it's your job to save the 
innocent civilians they've captured and 
may very well murder. 

First of all, you are required to listen 
to your briefing (written and spoken) 
and learn about the state of play. This 
is important because depending on the 
situation, you may be required to adapt 
your strategy on the later screens. For 
example, some missions require you not 
to take out every terrorist in the 
vicinity, but instead to concentrate A 
on rescuing hostages and escorting M 
them to safety. Therefore different 


uider vens anempUng to rob tbe local baol 


potential, and you'll be glad to hear 
that the development team in North 
Carolina have come up with one of the 
most thrilling and suspense-filled games 
for the PC, combining strategy with 
action like no other game on the 
market. If you were thinking that this 
was going to resemble Special Ops in 
some way, you were sadly mistaken. 


who actually perform the dangerous 
tasks in real life to making the game 
similar to that of the book. 


Whereas in most games it's the skill of 
the player in action sequences which 
helps you to succeed, in Rainbow Six 
the planning prior to entering the 


As YUtt can see, tbe game’s visuals are very attractive, with this screensbut making tbe most of tbe game engine 
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As default, you will take control of the 
blue team, but this can be changed with 
a simple button press in the game. The 
other squads will use the directions you 
set down and move automatically, 
hopefully taking down the enemy you've 
directed them towards as well as the 
ones who weren't on the blueprint. Still, 
squad members can still be shot, and 
nine out of ten times that means it's 
time to call in the undertakers! 

As well as setting each waypoint, 
you are also able to decide on how 
the team members move; whether they 
move slowly, enter blitz mode and 
wipe out anything around them or 
escort a hostage begging to be taken 
home. Again, using a keyboard 
command this mode can be switched 
in the game. 

If you aren't too bothered about 
kitting out your squad and planning 
your waypoints on the blueprint 
screen, it's still possible to infiltrate 
the enemy, but it's not a move which is 
advised. If you haven't studied the 


taking some time to decide on the 
correct kit for the job is a wise move. 
Next comes one of the most exciting 
parts, and if you're a fan of a bit of 
strategy the blue-print screen can be 
a lot of fun. 


There are no health honuses to pick op, and the 
fir aoP 


blueprints you won't be aware of the 
position of both terrorists and 
hostages, meaning you'll enter a 
Quake-styie game with no clue as to 
what's around the corner. And the 


Obviously, you have managed to 
come across some details on the rough 
location of terrorists and hostages (like 
you do), so now it's time to set out the 
route for your different teams to follow. 


tactics need to be adopted when it 
■ comes to the blue-print screen, 
which is where you set the waypoints 
for your four available teams: blue, 
red, green and gold. 

You can assign up to eight men into 
a mission and divide these up into the 
four teams however you wish. So, two 
could go on each team, or another 
formation could be chosen, such as four 
on the blue team and four on the red 
team, leaving out the green and gold 
teams this time around. 

Of course, no game of this kind 
would be complete without kitting out 
your squad with some hard-core gear, 
and there's plenty here to choose 
from. You have the choice of 
^ different clothing, primary and 
' . secondary weapons (shotguns, 

^ rifles, handguns, etc. - each with 
sniper mode), and then depending 
on the kind of character you've 
chosen (Assault, Demolitions, 
Electronics, Recon), slots may be 
available for holding further items 
such as grenades, clips, lock-pick 
kits, etc. By this time you should 
have learnt about your mission, so 


There are dlffereet ways of viewing the in game action. This one shows a selection of viewpoints 
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difference with Rainbow Six is 
that if you're shot in head, you 


won't get up and carry on! 
There are no health bonuses 
to pick up, and the same 
goes for ammunition and 
weapons. This encourages 
the player to make use of 
the strategy element, and 
it certainly worked with 
me. I tried it and it's 
terribly difficult to 
succeed in a mission 
without planning it out first. 


Hostage situation 


Loading up the main part of 
the game you will probably 
notice a group of special ops 
running off (unless you 
haven't set your waypoints or 
have adopted the tactic of 


including just one team for the 
,, mission) - this is the other 
teams automatically moving to 
the path you've set. You will 
also have a track which you 
should follow manually. 
Otherwise you can press a 
button on your keyboard and 
lead one of the other teams. 

If a member is killed, you'll 
automatically take on the role 
of the next person in charge. 

To add to the atmosphere, 
you will hear selected special 
operatives talking, informing you 
on killings and when they are 
awaiting orders. They may shout 
"Man down, man down!" and 
♦ it's then you know you've got a 
problem on your hands! 

While the other teams are 
moving around killing their 


Once they're dead, they can't be 
replaced! In Rainbow Six you need to 
keep as many of your special ops alive 
as possible. Although most of the 
available characters have special 
assault skills, others are available 
which will be needed in later 
missions. These are Demolitions, 
Electronics and Recon. Of course, each 
of these also knows how to pull a 
trigger, but when you encounter a 
bomb which needs to be defused, you 


can't just use anyone to cut the wire. 
You could end up with a bloody mess 
on your hands! 


enemy, it's your job to do the same 
but, obviously, skill is involved. If 
there's a large corridor, you are 
forced to negotiate it incredibly 
cautiously, ensuring that terrorists 
aren't around the corner in another 
room. A lot of fun! 

Some times they may hear you and 
fire through a door - it's then that 
you could use a door charge, blowing 
both the wood and terrorist away at 
the push of a button. Alternatively you 
could shoot open the door with a 
shotgun (a lot quicker than using a 
lock pick), throw in a grenade and 
make a quick run out of the area. 

Bang! Bye bye terrorist. But using this 
method will attract other members and 
you could have several men chasing 
you due to your foolish tactics. So, as 
you have probably realised by now, 
using the right gear in the correct 
situation is important. 

Although a map is available 
indicating the position of some enemy, 
there are many more you won't be 
aware of. One way of finding out where 
other terrorists are located is via a 
heartbeat sensor, which needs to be 
given to one of your team members 
before you start the game. 


Your team quietly move towards 
ao aircraft, vniat’s ioside? 


families have been taken hostage in a theme park. It’s your joh to get them out safely 
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taken over to outdoor scenarios with 
hordes of enemies to tackle. Learning 
how to control the game can take 
some time with the manual, but to 
speed up the process, helpful, spoken 
training missions have been 
implemented (see boxout). 

As you will find out in selected 
briefings, not all of the missions 
require you to kill all of the bad guys. 
Others encourage you to do the 
opposite, and concentrating on taking 
hostages to safety will be your main 


Of course, you won't overcome 
everyone you bump in to. If a terrorist 
spots you before you see them, it's more 
than likely that you'll find yourself with 
a hole in the forehead, collapsing to the 
ground with blood covering the floor." 
Not a very pretty sight. 

Keeping as many of your team 
alive for forthcoming challenges and 
missions is vital. It's a tough 
challenge, but fun even if you lose. 
You quickly learn from your mistakes, 
and trying again isn't boring - on the 
contrary, it's even more fun! 

In all there are 17 missions to 
tackle, ranging from embassies being 


priority. Using extreme caution it is 
actually possible in selected missions 
to avoid all of the enemy, pick up the 
hostages and get out without 
encountering any confrontations. It's 
amazing how many different ways a 
mission can end. ^ v 


In-game presentatien 

Visually the game doesn't fail in many 
departments, with smooth textures 
almost everywhere and well-rendered 
objects and buildings making you feel 









RED STORM 


RED STORM 


SB + 100%C 


amounts. 


REview 


like you re actually in an embassy 
building or wherever your men have 
been thrown. The lighting effects 
could have done with some work, but 
hey, you can't get everything perfect 
can you... 

One of the most impressive parts of 
the in-game action is the animation. If 
you switch from the first-person to the 
third-person view, you can watch as your 
team smoothly walk (in the typical 
hunchback style to avoid being seen) 
run, climb, etc. The motion capture really 


provided in Rainbow Six that bring on 
these exciting feelings. It's a game 


Objects such as plant pots can’t be smashed, 
which is a shame 


takes a lot of beating. It's also quite nice 
when you shoot an enemy. Whether Red 
Storm actually shot someone to make the 
animation sequence as realistic as 
possible I don't know, but it certainly 
seems like it! 

Objects such as plant pots can't 
be smashed, which is a shame, 
although these minor points certainly 
don't take much away from the 
overall realism factor which, on the 
whole, is excellent. 

I've always found that you know 
when a game is good if your heart 
starts pumping faster, and it's the 
suspense, surprise and action sequences 


which a lot of people have been waiting 
for and it's finally arrived, satisfying 
everyone's expectations. Slimm 


Terrorists aren’t too bothered about death 


Obviously, a lot of research was required 


Don’t Are yeur gun upwards - 
there’s glass up there you know! 


UITIMATE INFO 


www.redstorm.com 


KEYS AND MOUSE 


If there could be a game 
which would train you up | 
for the real thing, 
this would be it! Exciting | 
and challenging in equal 


1. Get briefed 


2. Select the special operatives 


3. Kit 'em up 


4. Divide the ops up into teams 


5. Set the waypoints 


6. Enter the action! 


the Uiimate t 

S' -4, 

iLiTP u 
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Todd Porter aod loo Storoi briog os their take oo the real-time strategy game. 

Other thao a few oew ideas and concepts, Oaminion Innks like a late competitnr tn last year’s games. 






Slowing up bridges is a major part of the gameplay 



hat is going on with these 
types of strategy games? 

Very little new has happened in about 
four years. We have seen a few 
developments with 3D terrain and 
details like waypoints and the like, 
but essentially all real-time strategy 
titles have incorporated very similar 
gameplay. Dominion is nothing 
particularly new or exciting. You 
can guess what I am about to 
say, so I will endeavour to 
avoid the obvious. In short, 
you have four races (the most 
we have seen in a game 
of this type!) and they 
are all involved in 
a war on the 
planet Gift 3. 

As a player 
you command 


one of the armies through a number 
of tough missions, building bases, 
escorting troops and destroying the 
enemy. Nothing new there then. Most 
of the game is spent either building 
things, fighting, upgrading or 
repairing. Your main concerns are 
making sure you have enough 
materials being refined and power 
being produced. You won't get 

anywhere without these elements 
and success is, more often 
than not, dependent on what 
you build when and what 
you upgrade. This can be 
annoying when you do 
something in the wrong 
order, and supplies are 
so scarce you are 
knackered before 
you have even 
begun running. 
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As a package Dominion is an example to 
every other game in the genre. A decent 
manual, almost perfect front-end and an 
excellent interface all encourage you to 
really get to grips with the game. It is 
when you start playing that the 
disappointment sets in. The video 
sequences, though impressive, seem to 
be carbon copies of each other - a few 
tweaks depending on which terrain type 
you are about to be dropped onto, but 
very repetitive. But the main gripe is the 
2D terrain. Check the box for details. 

However, once you forgive the game for 
its initial disappointments, you are 
rewarded with a whole bunch of exquisite 
details that show how much Ion Storm 
have learned from their peers. For example, 
the Mechanical Engineer can plant a virus 
in enemy structures to either reduce power 
or cause new units to be built with 50% 
damage. Another great unit is the 

weapons that can re-load 

Commander; assign him to a group of 
Bazookamen and he will take more control 
over them, telling them to hit the deck 
when under fire and keeping their health 
up by ordering them to do star-jumps 

The main difference in gameplay from 
other games comes with the incessant 
requirement for materials. The Matter Wells 
are few and far between and dry up 
relatively quickly, so the quest for materials 


becomes paramount. To reach new Matter 
Wells you have to send your recon vehicle 
on walkabout, always bearing in mind that 
it has little or no defences and lasts about 
ten seconds as soon as it meets the enemy. 
If you do stumble across a Well then you 
have to set up a power link to it before 
you can build a refinery over it. These links 
are Umbilicals, and need to be protected so 
the power keeps on flowing, and it is with 
this part that the game becomes very 
difficult. The enemy only bother you if 
you have something worth destroying - 
umbilicals fit into that category perfectly. 
Your only hope is to stick them on auto¬ 
repair, whack a cannon by them and hope 
for the best. 


As you move through the missions, more 
units become available to you. Once you 
have learned the research tree for one race 
you can guess it for the others. In that 

very quickly? 

way there is not much difference in the 
units for each side, they just look different. 
All the units and structures look smart and 
are well animated, each having many 
options; the usual patrol and guard, but 
also kneel and scrawl, which gives the 
troops more accuracy and protection. The 
waypoints are so effective, it's just a shame 
that sometimes units have problems with 
simple commands such as moving from A 



to B, which sees them walking in the 
wrong direction right into trouble. Another 
thing I got tired of was the slow firing 
speeds. Surely in the future they will have 
developed weapons that can re-load very 
quickly? A group of soldiers tend to all fire 
at the same time too. More frustration. 

The gripes can easily be lived with, and 
the game has enough depth and variety in 
missions, terrain type and races to provide 
many hours of enjoyable gaming, which is 
surely the main thing. Also, Ion Storm 
have also not rested on their laurels, 
working day and night to provide patches 
of new maps and units, soon to be 
available for download off their Website in 
the same way you could from the Total 
Annihilation Website. While I'm on the 
subject of TA, I should mention that I still 
prefer it to any other RTS. Even though it's 
getting on a bit now, it's still a cut above 
the rest, with excellent terrain loads, and 
more units and missions than any other 
game of its type. Dominion is a better 
proposition than last month's KKND: 
Krossfire, which falls short due to bland 
gameplay and crap humour. Unfortunately 
for Dominion though, the likes of 
WarGames, with its excellent 3D terrain and 
camera panning, have to come out on top 
- especially as it also had as many new 
ideas and cool units like the Mole that I 
reckon will also pop up in Tiberian Sun\ 

I know Cliff really loved StarCraft, and 
Dominion is on a level with that, but with 
so many fantastic-looking games just 
around the corner, I have to be quite strict 
not to overscore Dominion. Eidos know 
their new game Warzone 2100 is a far 
superior title, so they shouldn't be 
surprised with the score. David 


The maps are very bland in 
cnmparisnn with mnst RTS games 
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KEYS AND MOUSE 


Dominion has some 
interesting features, 
but the game as a whole 
offers very little new for 
seasoned real-time 
strategy players 
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ormuLa One games are still as 
popular as they have ever been, 
and with a good selection on the market 
to choose from, the customer is put in a 
bit of a dilemma. Before I say anything 
else, Johnny Herbert's game is by far the 
best of the 'named' racing games on the 
market (check out Simon's review this 
issue of Alain Frost's game, and there is 
an Andretti game out there somewhere). 
So if you are keen to buy a racing game 
with a professional driver at the helm 
then go for Johnny's, that one's for 


More Formula One aetiin, and this time from 
someooe who knows what he’s doing.... or does he? 


certain. However, that said, this game has 
a few unfortunate downfalls and is 
certainly not the best racing game on the 
market. For a spot-on racing simulation 
you need to be looking at Psygnosis' 
Formula 1 '97 or wait around for 
Microprose's Grand Prix 3, which, if it lives 
up to expectations, should be a corker. 
These games are great because they 



survive on experience. Experience not 
gained from a professional driver but from 
creating racing games for the PC for a 
number of years, improving the engines, 
detail and performance each time. 
Unfortunately Midas Interactive lack such 
expertise in these areas and should be 
commended for producing such a decent 
game without the same history. 



Mc cteiittou Is so 
tetter tluo te test alsa 
you would tete no cteoe*. 

tittitet tlriilh Qtftes 
fmi utem ^ teter 

(ptcterlteii tite SiM- 
were as If 

you ate on kt. 




As always in rasing games, the replay facility is what keeps the interest np when playing with triends nearhy. This scene shews the calm hefnre the stnrm 
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Purformance r-ting 

Without diving in too deep for the 
moment the game does play pretty well. 
The cars are fun to drive, feel very fast 
and handle pretty well. These 
fundamentals are what makes the game 
fun to play and make you want to jump 
back in the hot seat for another run. 
However, if we look under the bonnet a 
bit, the engine is nowhere near as 
sophisticated as that fitted in Papyrus' 
Grand Prix Legends. It's really easy to 
notice the difference in performance, but 
some people have argued that GPL is too 
realistic and too hard to drive, so what's 
best? Well, if anything, Johnny's game 
makes driving seem simple. Some people 
are bound to find it too arcadey, with too 
fast acceleration along with assisted 



Blacker three tracker 

As far as circuits go, Midas didn't manage 
to get licenses for the famous tracks 
around the globe. What you do get are 
very close representations of the fourteen 
major circuits. Unless you are a hardened 
FI fan you won't really notice the odd 
lack of camber on certain straights or 


Johnny Herbsrt b game is tty tar the best of t'» 
‘named’ racing games on the market 



extra foliage where there shouldn't be. 
That detail doesn't let the game down, 
nor does the fact that you can take your 
car into the workshop after any of the 
races and change the set-up of the tyre 
pressure, steering lock, fuel load and 
differentials to suit your own playing style 
or what you think is best for each circuit. 
There is also the realism options that let 
you turn on or off over-heating, fuel 
consumption, tyre wear, spins, penalties, 
damage and fog, but it's 
best not to mention that 
one! Without these, the 


steering and braking. The assistance 
doesn't exactly jump out at you, in fact 
you are still highly likely to spin off. It's 
more of a warning for when corners are 
coming up, a bit like having an instructor. 
You do get use to it, and it does help in 
the few occasions when you can't see a 
corner coming up, but you certainly can't 
rely on braking (or lack of) as a tactic for 
overtaking purposes. 



game becomes rather boring, easy and 
predictable, but for beginners it's useful 
to have these options. 

Friendly compdlfjop 

On the multiplayer side you have the 
option of split screen that seems to 
work quite well, and all the network 
play options too. Few games make the 
most of split screen options, and it's 
surprising how many gamers don't have 
Internet connections or eight terminals 
in their homes! It would have been cool 
if they had done a four-split option and 
bundled/designed a four way pad 
connector - if they can do it for the 
N64 then it must be possible! 

So essentially Johnny's game is quite 
sound - a few things such as strange 
spin scenarios, awkward bumps and 
criminal cutting up from opponents can 
get you fuming, but that does add some 
spirit to the game. The opponents are 
generally quite interesting; they weave 
every so often and they interact with 
each other enough to look realistic 
(more so than in FI '97 anyway). The 
sound too is the best I've heard from a 
FI game - no shoddy rock riffs at any 
rate - but the game would have 
benefited from a decent intro sequence. 
It's possible Mr Herbert wanted to be 
understated and refrain from showing 
loads of shots of him and his car, but 
I'm sure a few people will be a bit 
disappointed by that. 

Though the game is not the best, it's 
an impressive effort and certainly not a 
complete joke compared to what some of 
Johnny's peers have got involved with. 
Hopefully he will be back next year with a 
refined and souped-up version. David 
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into the PC arena with 
a racing game that fails 
to start on pole position 
but is still pretty high 
up the grid 
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Explore a whole oew world lo this RPG from New World Compotlog. 


Might and Magic VI from New 

_ World Computing is the latest 

in a long and successful series of role- 
playing fantasy adventure games, and is 
one of the best examples of the genre as 
it currently stands. Sword and sorcery 
adventures are one of the oldest of 
computer game genres, and have always 
had a loyal following of dedicated fans. 
From the earliest days of Wizardry and 
Ultima, there has been a steady 
progression of development, with ever 
more detail, larger and larger fantasy 
worlds to explore, and more characters to 
role play. Might and Magic VI is a prime 
example, and features an interactive 3D 
environment, advanced enemy AI and the 
kind of involving long-term gameplay 
most other games can only dream of. 

Could It be magic? 

The Land of Enroth, in which the game is 
set, is a huge and richly detailed real¬ 
time 3D world, which your party of four 
adventurers can explore at will. Each 
town or castle you visit can provide you 
with quests and missions, but you can do 
these in your own time. The adventure is 
ongoing and completely open-ended. 



We are the preachers, you will he the converted 


providing you with weeks or months of 
enthralling gameplay. The emphasis in 
fantasy games such as Might and Magic 
VI is not so much on linear missions as 
on character development and 
exploration. The game manual is 
deliberately sketchy on the details of the 
world your characters inhabit. You are 
expected to find out for yourself. 

Spritely stuff 

The sprite-based graphics are not 
going to win any prizes, which is a 
shame, and all the people and 
monsters you meet tend to look the 
same. The 3D polygon terrain is a 
little bit bland, but is as good as you 
will find in most games, and it is fun 
to explore. The building interiors are 
well rendered artwork, and the 
dungeons are well planned and 
challengingly difficult. The world 


exists in real-time, with night and 
day, which can become important to 
you as you play. The player interface 
is excellent, very intuitive and easy to 
use, and with good graphics. Character 
creation is well handled, using a 
combination of random scores and 
allocated points to build unique 
personalities. There are dozens of 
different spells available, and spell 
use is well-handled and easy to learn. 

This is an unpretentious game which 
has not been over-hyped, but will reward 
you with a great deal of enjoyment. Cliff 



imMJDWHOW 

We were on the road from New Sorpigal to 
Castle Ironfist when we first met the 
Followers of Baa. They came at us with clubs 
at first, and we fought them off easily 
enough with our superior weapons. But then 
their wizards started hitting us with 
Firebolts, and suddenly we were in a lot of 
trouble. Zoltan the Wizard went down first, 
leaving just three of us to fight off the evil 
horde, but Roderick the Knight wielded his 
sword like a true hero, killing one of their 
wizards, and the tide of battle began to turn 
in our favour. Two more fell to our arrows 
and spells, and suddenly they were running. 


fleeing for their lives. We brought down a 
couple more as they fled, but we were soon 
left with nothing but a field of fallen 
bodies, which we searched for clues and 
anything we could use in our quest. 
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‘(^el away from it all’, escape lo Ke^ili 
and discover a whole new world 
of advenliire. 

Noi IV)i* (he lalni heai-lcd, (his holiday 
deslination is ideal for the intrepid 
explorer. Jagged coastlines, perilous 
jungles and desert cities wait to reveal 
their hidden secrets. Whilst offering 
the trip of a lilVitinie, the return 
join-ney from Reah is not giiai-anteed. 


(Climate 


llvirenie Unnpmilures, e.vpeci cold 
Hiimiis 


Locals 


Approach aullt caution 


A(‘<*ommodation 


Hard to find, iincomfortahlc - take 
your chances 


Nip^httife may make you dish of the day' 


Dining Out 


Facilities 


Temples, markets, harbours, dungeons, 
treacherous irhnipools, rirer boat tours, 
archery' phis many more sights to visit 


Fntertainment 


A fufi and taxing program of day and 
night actirities is arailable. Unbeatable! 


Features 


Just u'hal niakes llcali such an 
a lira dire deslinalion f 

More than lot) locations intricately 
rendered in dl). on b ( IVs 

Over 100 fascinating puzzles to solve 

Itranchinggamephn' uith multiple 
endings 

High-resolution graphics, ()40 x 4 SO, 
panoramic rieirs, unupte camera 
actions 


• l)\ I) version available soon 



ptuiige in azma^ the nnnty irnlering Inttes 



Includes one ivay trip only', no accommodation 
or travel once there (transfers not included). 
Outbound cannot be held responsible for loss or 
damage, ior information on holiday' insurance, 
return bookings and general help, please do not 
tinder any' circa instances contact ns, as ive ivitl 
not be of any' help 


Disclaimer 


{tl facilities .should be available and are de.scribed 
in good faith. Hoivever 
they' may be ivithdraivn 
or restricted at certain 
times for no good reason 



Ac(‘omiii(Klahoii 

Keali S(niare 

M(‘{il Basis 

lu(‘akrasl il voiir liickv 

!N<>. (>r INighis 

no l(‘ss llian .^0 

l)(‘()arl (ifmi 

all iiood lianil's 
r(‘lail(‘rs 21/7 

BfliiiII lifivf'l 

prolialiK 

A<‘coiiiiiiodatioii 

Keah Oiiiskiris 

Mf al Basis 

none 

No. ol Ni^liis 

no less (lian 2)0 

Df'part iroiii 

all good garner 
ri'lailers 2 1/7 

Bf‘(iim lra\(‘l 

Mm'll he lnek\ 

A(‘<‘ottiiiiodahoii 

Keah Pori 

Meal Basis 

von an* llii' Break Iasi 

No. ol Ni^lils 

no less llian 20 

l)f‘|»ai l Iroiii 

all good games 
relailers 21/7 

Bel urn 1 ravel 

Idrgei il 
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To hook your place on the adventure of a lifetime 

^..n0800 

For more information and special offers visit our web site; www.blackfriar.net 

Reah^” © 1998 LK Avalon. All Rights Reserved. Developed by LK Avalon. Published under exclusive licence from LK Avalon by Project Two Interactive 
B.V., a PMR Group Company. Published in the UK by Anglia Multimedia Ltd under exclusive licence. Black Friar is a trade name of Anglia Multimedia Ltd. 
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If the end of the World Cop has left a void in yoor iife, 
then Gremiin Interactive’s Premier Manager ’38 couid he just the game to fili it. 



Use the width of the park, etc... 




fi rsene Wenger, ALex Ferguson 

_ and Kenny DaLgLish are the 

illustrious few who have managed to get 
their hands on the coveted Premiership 
trophy. Can you join them? That's the 
question asked by Gremlin's football 
management simulation, Premier 
Manager '98. Select from any team in 
the top four English divisions and 
attempt to steer them to glory in the 
Premiership and Europe. 

There are four different ways to play 
Premier Manager '98. As a coach you can 
take control over team selection and 
transfers, but have no financial 
responsibilities. The manager role is much 
the same, but gives you control over 
ground development and contract 
negotiations. The accountant position is 
more of an economic simulation, where you 
run a club's accounts, but have no say in 
team matters. Alternatively you can take 
complete control, which basically allows 
you to have a say in absolutely everything, 
right down to the setting of ticket prices. 

’Ere we go 

Unless you choose to start the game as 
Manchester United, to achieve the goal 
of securing the Premiership title, it's 
going to be necessary to train your 
players, develop match tactics and 
dabble in the transfer market. Help for 
all these parts of the game can be 
gained from coaches, assistants and 
scouts who can be hired and fired. 
Whether you take this help or not, 
there's a lot to the game and there's 
certainly enough stats for football fans 
to happily lose themselves in. 

Navigating this wealth of information is 



made relatively simple thanks to a smart 
graphical interface. 

Although a competent football 
management sim. Premier Manager '98 
doesn't stand up to the either 
Championship Manager, nor Ultimate 
Soccer Manager 98. For starters. Premier 
Manager only allows you to manage a 
team from the top flights of English 
football. Even the dated Championship 
Manager 2 also allowed you to manage 
in the Scottish divisions, whilst USM 
'98 gives you the choice of managing 
in eight different countries. Premier 
Manager hasn't got the tactical depth 
that we've seen in CM2 and USM '98 
either. That said, if you want a less 
demanding football management game, 
a game which allows you to play a 
whole season in under a hour, then 
Premier Manager '98 could be what 
you're looking for. Ton 



Attractive clusters of football shirts and flags 


THE 

PRIMliR lEAEUE 


The Premier League was formed in 1992 
with the teams that would have made up 
the old Division One. The inaugural trophy 
was won by a formidable Manchester 
United side that featured the incredible 
Gallic skills of Eric Cantona. 1993-1994 
was once again a season of triumph for 
Manchester United, although they couldn't 
repeat the success in 1994-1995, with the 
honours heading Blackburn Rovers' way 
after a frantic last day of the season with 
West Ham denying Manchester United the 
three points they needed. The following 
two seasons belonged, once again, to 
Manchester United as they made it four 
Premiership titles out of five. 1997-1998 
was to be a different story though, as a 
resurgent Arsenal, under the leadership of 
Arsene Wenger, stormed to the top of the 
table and never looked back. 
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rom the vastly experienced 
I Norm Kogers comes a nostalgic 
turn-based 2D strategy game. 

Operational Art Of War, involving 
scenarios from the Second World War, 
Korea and an imagined Cold War conflict 
in 1955. The game offers you the chance 
to emulate the greatest 20th Century 
generals and handle your armies' tactics, 
supplies and morale problems whilst not 
forgetting the political ramifications of 
your decisions; antagonise the enemy's 
allies too much and you could face an 
atomic attack! The problem is, the game 
just isn't that exciting... 


The controls are initially a little 
daunting - not helped by the game's 
apparent depth - but are surprisingly 
easy to pick up, with all controls based in 
the two mouse buttons and various 
menus and sub-menus. This simple 
control method becomes instinctive after 
a period of play, but could be the root of 
the game's lack of dramatic and involving 
action - the graphics simply show lots of 
squares on maps and endless menus. 
Eventually I found myself just throwing 
all of my squares at the enemy's with no 
consideration of tactics or the capabilities 
of individual units; I couldn't tell half the 
units apart, yet was still winning. I have 



to admit on the hardest skill level I 
couldn't get away with this and was duly 
routed from the field, but by this point I 
couldn't care less. I certainly didn't want 
to spend hours pondering what to do 
with each of my little blocks. 

A Patton emerges... 

With twelve complete scenarios, ranging 
in complexity from a small-scale skirmish 
to a full reconstruction of the D-Day 
invasions, a two player option (including 
the option to play a friend using e- 
mails), it would seem that Operational Art 
Of War has enough to keep potential 
General Pattons going into the next 
century, especially with a complete 
scenario editor covering everything from 
the terrain to individual units. The game's 
life span could be virtually endless. The 
game itself though is simply too lacking 
in atmosphere to merit more than a 
passing interest, especially in the face of 
today's 3D strategy games and graphical 
capabilities. I have nothing against this 
style of game, it's just that ten years ago 
this might've been a classic, and now it's 
simply rather dated. Chris 



Surrounded? Not quite yet 



An in-depth 
and detailed war sim, 
it's just a pity that it's a 
tad dull. This type of 
wargame will only appeal 
to a very small minority 
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Well, it was boand to happen seener nr later. Yen can’t say I didn’t warn yen, 
bnt ynu wnnidnl listen, and nnw yen’ll have tn pay. 



S«»EiO 


STfiTUS 


5UBVEY 



Different slant 

It's not that M.A.X.2 is a particuLarly 
appalling game, it's just so utterly 
undistinguished as to be totally 
pointless. Yet another spurious 


inspiration or originality in the whole 
sorry package. The only claim to a new 
feature, the tilting 3D landscape view, 
doesn't work particularly well and 
certainly doesn't improve the gameplay. 

I just don't see why anyone would 
want to make this game. Did somebody 
sitting in Interplay's head office 
suddenly jump to his feet, shout, 
"Eureka! Let's do a crap RTS title!" and 
commit their developers to making this 
thing? When they've shown what they 
can do with the awesomely brilliant 
Conflict: Freespace, why bother with tat 
like this? It's all been done before, and 
done better. 

Musical chairs 

The game is slightly unusual in one 
respect. In addition to the usual RTS 
playing style, it also has options for turn- 
based or simultaneous fire modes. In the 
single player game these just slow down 
the action, but in the multiplayer mode, 
the turn-based option overcomes Internet 


There’S barely a thimbleful of inspiration or 
oriQinality in the whole sorry packape 


background story involving alien races 
in the far future, yet more mining two 
different resources, yet more building 
loads of tanks and watching them get 
blown up. There's barely a thimbleful of 


latency problems, and also allows a second 
unusual feature. Up to six people can play 
on the same machine in 'Hot Seat' mode, 
where players take turns to have their go. 
This is slow and cumbersome in the 


The aliens and the humans all have similar weapons and capabilities, but slightly different wallpaper 
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ell whoopee, it's another 
I real-time strategy game. Just 
what I've been looking forward to all 
week. When will these people ever 
learn? Back in March I said, "I swear 
if I ever see another C&C clone, it's 
going straight in the bin and will 
be the first game ever to score 
a negative percentage." Ever a 
man of my word, I then went 
on to give Blizzard's 
excellent StarCraft a 
healthy 88%, which it 
richly deserved. But 
now they've given me 
M.A.X.2 to play with. I 
dragged it back to my 
lair in the damp bit 
under the stairs, and 
nothing was heard for a 
couple of days except for 
snarling and crunching 
noises. I've now 

regurgitated the mangled 
remains, and believe 
me, it's not a 
pretty sight. 







































RE view 





The explosions are moderately satisfying, but the vehicle designs are just bland and unimaginative 


extreme, but it is a feature. In the 
Lookalike world of real-time strategy 
games, you have to make the most of any 
distinguishing characteristic you can find. 

Water waste 

As for the rest of the package, the 
graphics are fairly standard stuff, 
with uninspired designs for the units 
and buildings, and banal terrain. The 
landscape is 3D for the purposes of 
line of sight, weapons ranges and 
vehicle movement, but there's 
nothing unique about that. There are 
several games which handle 3D 
terrain better, such as Total 
Annihilation and MechCommancter. 
Water effects are almost non¬ 
existent, and the sea is just blue- 
coloured ground which moves a bit. 
No waves, ripples or particle-effect 
wakes in this game. The player 


interface is cluttered and unhelpful, 
and the 'Spycam', which allows you to 
keep an eye on a map location, is a 
waste of time. Like many of the 
'features' in the game, it has the feel 
of something nailed on as an 
afterthought in a vain effort to 
distinguish an average game in an 
overcrowded genre. 

Tanks for nothing 

Unit production can be queued, but 
again that's nothing new, and is 
pretty much a required feature for the 
current crop of RTS titles. Once built, 
units can navigate using waypoints, 
but the AI routine controlling vehicle 
movement is so ropey that only about 
half of the units will end up where 
you want them. If you try and move a 
group of tanks across a bridge to 
defend the far side of it, half of them 


Water effects are almost non-existent, and the 
sea is just biue-coloured ground which moves a bit 

will decide to go around the scenic 
route and arrive after the battle is 
over. Similarly, if you drag a box 
around a group of vehicles and move 
them to a different location, they 
move there, but they retain the same 
formation. This is okay if you have 
the time to sort out a formation 
before moving, but if you want to get 
a group of units to one place quickly, 
it is fatal. This sort of thing is 
incredibly annoying and spoils any 
possible enjoyment of the game. 

Answers on a postcard 

There is a famous quote which sums 
M.AX2 up nicely, and I'm sure somebody 
will write in and tell me who it is from. 
This game is both good and original, but 
the parts that are good are not original, 
and the parts that are original are not 
good. It stands as a prime example of 
what is wrong with the computer game 
industry. It is derivative, uninspired and 
doesn't take its genre any further forward. 
It is a mediocre sequel to a mediocre 
game, banged out on a production line, 
but with the right marketing it could do 
well. For my opinion, I can't honestly 
recommend this game for anybody. If you 
want a good strategy game, look 
somewhere else. Cliff 







As you can see, the graphics are 
nothing special. The interface is 
over-complicated but doesn’t do 
enough. With a bit more thought 
this could have been a much 
better game 



A mediocre, run-of-the- 
mill strategy game with 
nothing original or 
inventive to distinguish 
it from dozens of 
similar titles 
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Do Talonsoft have something new to offer or are they jost Jomping 
on the excessively overloaded CBC handwagon? UPC has the answer... 



With their domesticated 
dinosaurs the Amazons definitely 
have the coolest transport! 






Backdrops are very varied, ranging from deserts and green fields to ruined cities 


and pleasing, the control is swift and 
intuitive, and the whole thing plays at 
such a rate as to keep you on your 
toes without becoming completely 
overwhelming. Hardcore 
strategists will probably sneer at 
its lack of depth, but for my 
money this is strategy with the 
emphasis on fun, and all the 
better for it. Check it out. Miles 


and trikes and the Amazons ride assorted 
dinosaurs. I kid you not. 


Gimmicky schmimmicky 

If this all sounds a bit gimmicky, it is. It 
doesn't have the same tactical depth as 
some but benefits from the resultant pick 
up 'n' playability. Play through the 
tutorial missions and you can enter the 
main campaign game with reasonable 
confidence, especially if you're 
experienced in the ways of real-time 
strategy. Personally I found it a 
refreshing change not to 
have to muddle through 
loads of jargon and twaddle 
when all you want to do is get 
out there and blow stuff up! 

Though lacking in such 
subtleties as light-sourcing 
and true 3D rendering, 
the graphics are chunky 


in 

■ ames developers seem 
IbHiJIi generally united in the opinion 
that mankind's future, or lack of it, lies 
in post-nuclear chaos. A large 
proportion of games are set in the 
future, but how many can you think of 
where the grass is still growing, the sky 
is still blue and the human race hasn't 
been Largely obliterated in a fit of its 
own petulance? I guess friendliness and 
Living together just doesn't sell, and 
long may this state of affairs continue! 

On that happy note, project yourself 
forward to the year 2030 and, true to form, 
the planet has been laid waste by conflict 
leaving the remnants of the human race to 
battle for the Last, dwindling resources. Cue 
- wait for it - real-time strategy action. 
Hurray for originality! But wait a minute... 
can it be true? Has Tnbal Wars actually got 
a shred of something different entwined 
within its C&C-inspired coils? Well, as a 
matter of fact, it has! Instead of boring old 
corporations and terrorist groups. Tribal 
Wars' factions, or tribes, are a motley 
bunch. There's a load of rednecks known as 
the Trailer Trash, a death cult, bikers, the 
cops and even a race of Amazon warrior 
maidens - yum. Each have their own 
special vehicles. For example, the trailer 
trash drive motorhomes and pick-ups, the 
bikers (obviously) cruise around on Harleys 
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Another sim from the oxporienced SSI team, but has the old dog 

learni any new tricks? 


FI 

■ I ■ ave you ever watched old war 
^LLJIi films and fancied commanding 
your own tank platoon and laying waste 
in World War Two Europe? Panzer 
Commander gives you the chance, with 
American, British and Russian forces up 
against the mighty German Panzer tanks. 

With over 100 missions spread over six 
campaigns, not forgetting the 50 
standalone scenarios and obligatory 
multiplayer option, there's quite a 
challenge waiting for the budding 
commander, including a scenario editor. 
Apart from in training missions, you are in 
control of a platoon of tanks and most 
scenarios involve the task of taking and 
holding a certain position such as a 
village or crossroads, which is more 
difficult than it sounds. When you're 
trying to fend off enemy tanks while 
constantly being shelled by artillery, the 
game can get quite overwhelming. 

Fortunately, in situations like this 
your platoon can be given orders to 
engage the enemy independently as well 
as fighting in rigid formations, letting 
you concentrate on keeping your own 
tank in one piece. This can be hugely 
beneficial, but if your platoon is 
inexperienced, they'll go charging off into 
the fray and get blown apart, and rather 
than steering around buildings they will 
often try to drive through them, getting 
themselves stuck. Sometimes I just 
decided to put them out of their misery 
and blew them up - it didn't seem to 
affect my chances of promotion either! 

In your tank, you can access several 
viewpoints, from an outside chase camera 
to inside the drivers or gunneris views, and 
for each tank, the internal layout of the 



controls are historically accurate, even 
having tiny windows in some that are 
practically useless. By giving firing orders 
to your gunner, you can concentrate solely 
on driving, but the game then seems to 
degenerate into an arcade game. When I 


trouble gripping. I found that skidding 
onto frozen lakes is not a good idea! The 
actual graphics of the tanks are very 
detailed and each type is easily identified 
when in your sights, but the world around 
you can be rather basic-looking, with the 


If your platoon is inexperienced, they’ii go 
charging off into the fray and get hiown apart 


tried to manually fire the main gun, I had 
to stop the moving tank before I could see 
anything through the sights, but whenever 
I remained stationary I found myself being 
picked off by enemy artillery! 

Handling 

The tanks all seem to handle realistically 
(although having not driven a Russian T- 
34, I'm only guessing!), and when driving 
on icy roads the tracks occasionally have 



odd instance of buildings apparently 
floating high in the air whilst some of the 
trees look like barrage balloons. 

Perhaps what stops Panzer Commander 
becoming a good game as opposed to 
mediocre simulation is that the potential is 
there for a rewarding and challenging game, 
yet ultimately the generally functional 
standard of graphics and sheer stupidity of 
computer-controlled tanks means the game 
infuriates more than it rewards. Chris 




The Panzer may be dangerous piece of military hardware, but it’s clearly no match for your finely crafted Russian killing machine 



The German Panzer: Not what you 
want to meet in a dark alley 
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REview 





Afraid of fha dark? Seared to go down into the basomont? At night dn you pull 
the covers over your head? Nn? Then this game will give yon a reason to. 


vehicle, plasma gun and computer 
system coupled with a robotic arm 
hidden in his tree house. 

Lights, camera, action 

After installing and launching the 
game you are treated to a well 
animated and very long intro 
sequence. This sequence introduces 
you to the plot of the game - the 
part of the game which sparkles. This 
mini-movie is very good but really 
needs to be seen to be understood, so 
here's roughly what happens: 

Our hero, Andy and his dog. 

Whisky are sat peacefully in the park 
when a eclipse occurs. Whisky is 
stolen away by shadow creatures who 
came from the eclipse. Suffice to say 
Andy is pretty annoyed at having his 
prized pooch stolen. So Andy returns 
home and enters his tree house - a 
nine-year-old's version of the Bat 
Cave. Gathering his supplies, he grabs 


a rather homemade gun and takes to 
the sky in a spaceship made out of 
various pieces of household junk. 
After a long and hectic flight he 
crash lands in the world from which 
the shadows came. 

While implausible, the plot is very 
entertaining and easy to follow. 
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Andy desperately wanted to escape from the annual black ronnster ballet 


hy do American kids get all 
I the fun? The two annoying 
kids in Jurassic Park were chased by 
towering, genetically designed 
dinosaurs. Did anyone ask an English kid 
if he wanted the chance to be torn to 
pieces by a variety of dinosaurs? No. 

And now another American kid has the 
chance to go on an exciting and 
incredible adventure. Although this is 
no ordinary kid - not only does he have 
the climbing ability of an expert 
mountaineer, but he also has a space 
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Arrgh, my brain! 

To say this game is hard 
would be a missed 
opportunity to use the word 
Impossible'. While its hardness 
gives the game lastability, it also makes it 
frustrating and annoying in some places. 
The hardness of the game starts off at 
reasonably easy, but after the first level it 
gets very hard, and this level of difficulty is 
maintained throughout the game until the 
very end where it reaches the peak of 
impossibility. The puzzles in this game are 
complex and difficult, needing serious 
thought power to be solved. The puzzles 
towards the end are very difficult and 
involve much running, jumping and button 
pushing. Whilst trying to solve these 
puzzles you are often under attack from 
increasingly frequent waves of enemies 
which demand both time and effort to be 
dealt with. Let the bog-standard shadow 
enemies get too close and you are eaten, 
mangled or simply ripped to shreds. Let the 
airborne enemies get too close and they 
bombard you with fireballs. If the massive 
armoured enemies get a shot at you, they 


will kill you with a fireball at head height 
or with a huge ball of fire which travels 
along the floor. This brings up one of the 
faults of the game - that you need only to 
take one shot from any enemy and you are 
incinerated. And the enemies aren't the 
only threat to you - traps involve lava, 
strange organic doors which crush you, 
underwater life and huge metal doors, 
some of which are operated by the enemy. 

Reincarnation socks 

Another bad aspect of this game is the 
fact that once you die you have to restart 
the level at the last start screen you 
passed. The rather complex saving system 
does need some explaining; the game 
saves itself every time you start a level or 
enter a start screen, and each level is 
divided up into different stages or start 
screens. So, if you wish to load a specific 
level or a specific start screen you enter 
the load game screen and make your 


selection. However, when you've almost 
completed an insanely hard series of 
puzzles there is nothing more frustrating 
than being killed by an enemy and having 
to restart the entire sequence again. This 
can happen repetitively and annoy you to 
the point of throwing the game and the 
computer out of the window. 

Give in to the dark side 

It says on the game's box that the 
content is suitable for three to ten- 
year-olds and upwards. This is not the 
case. The violence may be cartoon-like 
and harmless, but the puzzles are only 
suitable for those who are intelligent 
and have lots of time on their hands. 

So, while this game is likely to send 
you completely mental, cause long-term 
brain damage and completely wreck your 
social life, if you dare to buy it you will 
surprised by its entertaining plot, 
longevity and addictiveness. Nicky 


THE PERFECT PIATEDHM? 



Heart of Darkness is one of a small 
number of decent platform games 
available for the PC. One of the best (and 
the strangest) was Abe's Oddysee (92 out 
of 100, Ultimate PC, Issue Four), in which 
you play a small green 'mudokon' who 
goes by the name of Abe. His mission is 
to save his unfortunate people from 
becoming a new type of snack food 
produced by the evil Glukkon, who have 
enslaved his people. 


characters are sickeningly cute, but the 
game has appeal for all age groups. 

Quite possibly the best 3D 
platform/adventure game is Tomb Raider II 
(94 out of 100, ULnMATE PC, Issue Four), 
which stars the infamous Lara Croft (a 
female version of Indiana Jones), who has 
risen to new heights of fame since the 
release of the sequel to the original game. 
The graphics and locations are gorgeous, and 
the level design and sparkling gameplay 



Andy wanted tn be Tarzan sn badly it hurt 


The sequel to this game, Abe's Exoddus, 
should be released this September and will 
take the hero to new locations and give him 
new powers and words with which to 
communicate with other characters. 

Another good platform game, but in 
3D, is Croc - Legend of the Gobbos (82 out 
of 100, Ulhmate pc. Issue Six), in which 
you play the titular hero. Croc, who is out 
to rescue his adopted family, the Gobbos, 
from the evil monster who captured them. 
This game is very childlike and the 


make this the best 3D platform/adventure 
game ever to grace the PC. 
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Very difficult and 
frustrating, but the plot 
and videos make it worth 
the effort. Persevere and 
you will be surprised by 
this stunning game 
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Thi most feared IS army unit of them all has now Infiltrated the werld of PC simulations. 




he Rangers. Their reputation 
proceeds them, second only 
to the British SAS in their success at 
scaring the bad guys into submission 
before they've even arrived. With a 
long and glorious history behind 
them, they have finally reached the 
world's PCs in the form of Spec Ops: 
Ranger Assault, an attempt at a 
simulation of some actual Ranger 
campaigns from countries such as 
Russia, Korea, Honduras and 
Colombia, involving you and another 
Ranger being dropped behind enemy 


lines, completing your mission quickly 
and quietly before catching a 
helicopter back to civilisation. 


Although you are restricted to just 
two Rangers per mission, there are 
five different types that can be taken 
with you, ranging from snipers to 
close combat specialists. 


You must choose carefully, as the 
wrongly equipped Rangers may 
seriously jeopardise your chances of 
getting out alive. A sniper is useful 
for his ability to pick of distant 
targets without raising attention, but 
a Ranger equipped with explosives 
and a grenade launcher is useful on 
missions involving the demolition of 
buildings or aircraft. 


this game is that there’s only one 



Although your team-mate will fight 
and move independently, it can be very 
useful to give him orders such as staying 
put or giving covering fire, and 
occasionally his AI will let him run into a 
crossfire, but generally with careful use 
of orders your fellow Ranger can be an 
asset, not a liability. The main problem I 
have with the team-mates in this game 
is that there's only one. Having teams of 
four, five, maybe six Rangers would have 
presented more of a challenge in the 
amount of tactical planning needed to 
attack a target. Rangers are good, but 
surely not so good that they can attack 
defended air bases in pairs. Even the SAS 
work in larger teams! 

mi 

The world of Spec Ops is 3D and motion 
captured with very limited visibility, 
which is obviously to disguise the pop-up 
nature of the backgrounds. However, the 
permanent mist and fog really helps 
create a sense of atmosphere, especially 
in the jungles where you really have to be 
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Rf view 



on your toes to avoid getting ambushed. 
With all the gunfire and explosions that 
inevitably follow the Rangers meeting and 
greeting enemy soldiers, the game's 
graphics and atmosphere really come into 
their own; whenever something is blown 
up or grenades are discharged, the flames 
give off an eerie orange glow reflecting on 
the Rangers' faces. 

Although visibility is very poor at 
night, the Rangers are equipped with 
night vision goggles', along with a whole 
host of other technological wonders. 
Depending on your choice of Ranger, 
they come equipped with medikits, 
grenades, claymore mines, satchels, 
charges, and if they get lost. Global 
Positioning Satellite link-ups, avoiding 
the need to keep referring to a map. 


Although the graphics could perhaps have 
been better, the sound cannot be faulted. 
When you're creeping through the misty 
jungle, with the rain falling on your face, 
and you accidentally hit a trip wire, the 
resulting explosion and shouts of alarm 
really get your adrenaline pumping - 
more so when you crouch behind cover 
and bullets are whizzing past your head. 

For all this though, the game still 
shows its faults at the most inopportune 
moments, as you'll find when you're facing 
a soldier in a gun fight and suddenly your 



on t{i£ R**ngerd’ f^ces 

Ranger targets someone off-screen leaving 
himself defenceless, or the occasional 
instance of your companion getting 
caught behind scenery and not thinking 
of going around it. 

Overall, though, I feel that if you 
look past the poor graphics there is a 
really atmospheric experience within 
this game, and it's certainly difficult. 

My one main fault above all others, 
though, is that there is no career mode 
where your Rangers can develop and be 



used from one mission to another. 
Currently the missions are all standalone, 
and once completed, the option to go 
back and re-do them doesn't appeal. I 
think that probably this, and the lack of 
any sort of multiplayer or link-up options, 
reduce the potential life span of the game. 
That said, it can be really enjoyable, 
especially when you try to sneak into a 
camp undetected, only for the alarm to be 
raised causing you to abandon any plans 
and fight for your life. Cyri.: 




Availible at your disposal are a selection of different and varied viewpoints, from a sniper sight to roving cameras panning around your Ranger 
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Hamkall G 

Steeeeeeeeeeeeerike three... you’re out! Yep, you guessed it, it’s a basehall game. 
The latest in a long line dating hack to the mid-eighties in fact. How times have changed! 




n f you don't Like baseball and/or 
have no interest in owning a 
baseball simulation for your PC, you 
might as well skip the rest of this review. 
Hardball 6 is baseball, plain and simple. 
All the Major League sides are included 
plus a couple of All-Star teams for when 
you get really good. 

Baseball games always seem to 
stumble at the first hurdle, being either 
too easy or too difficult. Striking the 
correct balance between home runs and 
strike outs seems an impossible task for 
programmers to achieve. In this respect 
Hardball 6 fares quite well. With a bit of 
practice you soon find yourself able to 
make contact with the ball at least. 
However, against the CPU it's still 
frustratingly difficult. Computer hitters 
always seem to find the gaps while your 
players welly the ball unerringly to an 
awaiting fielder. In two player mode, 
however, it is actually rather playable. 
Heaps and heaps of options are included 


so you can tinker with your line-up and 
fielding strategy to your heart's content. 
For unbaseball-educated types like me it 
was all a bit bewildering, but I'm sure 
anyone with a passion for the game will 
find it very rewarding indeed. 

Top Of the 9th 

Graphically, even with a 3D card it 
doesn't Look anywhere near as polished 
as EA's other recent baseball title, Tnple 
Play '99. However, the options, front 


end and presentation are far more 
pleasing and a lot easier to get around. 

Hardball 6 is a very well put together 
package which demands you play it, but 
unfortunately it falls down due to the 
limitations of trying to simulate this kind 
of sport on computer rather than through 
any deficiencies in the simulation itself. 
Still, as a two player game it's a perfectly 
agreeable way to while away an hour or 
two. Otherwise only baseball nuts will 
appreciate it. Miles 




The graphics admirahly 
recreate all the real stadia 
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Ho him. Yet another pretty graphical adventure Inching In excitement that 
challenges yeur patience as much as any hrainpnwer yen pnssess. 


olLowing on from the success of 
Myst comes another visually 
impressive but ultimately dull as 
dishwater graphical adventure. This time a 
distant planet called Reah is discovered in 
the future. The planet harbours a portal 
into an alternate universe where man's 
technology won't work. This portal is 
highly unstable though, and after the first 
group of researchers pass through it and 
vanish, you are left marooned in this 
strange universe trying to find a way back 
whilst searching for fellow researchers. 



the puzzles yourself I can’t imagine 



Pretty vacant 

The look of the game is highly impressive, 
with photo-realistic graphics making 
everything easy to see, and the use of 
digitised actors is well handled. Sadly 
though, your interactions with this 


environment are limited to the point and 
click variety, and let's be honest, using an 
on-screen cursor to manipulate objects or 
walk in a certain direction is not the most 
involving or exciting way of playing a 
computer game. This control method can 
become especially annoying when you have 
to press a button before running across a 
room; the cursor responds agonisingly 
slowly at these points, causing a lot of 
frustration. But this also raises another 
problem I have with this game, in that the 
puzzles themselves, although simple in 
structure, range in difficulty from 
bloody hard to ones that would 
tax even Einstein. I had the 
luxury of a walkthrough 
kindly sent by Project 2, 
but I still found myself 
consistently getting 
stuck, and how you are 
supposed to figure 
out the puzzles 
yourself I can't 


imagine. I always considered myself to 
have a little bit of intelligence, but 
obviously not enough to play this game. 


Although Reah comes on six CDs, 
because of the graphics and sound 
taking up so much room, the game 
itself isn't really that long, probably 
about two or three hours if you know 
what you're doing. Obviously the 
developers expect the player to be 
content to attempt the same infuriating 
puzzle for hours at a time, finally 
finishing the game after several 
months. I don't know about you, but I 
simply don't have the patience to keep 
running round in circles turning on 
taps for hours at a time. I suppose 
really this game is the equivalent of 
having Tolstoy's 'War and Peace' or the 
complete works of Shakespeare on your 
bookshelf; you never really read them, 
just pretend you have. Chris 
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Now managing his own FI team, ex-driver Main Frost agreed to pot his name to 
infogramos’ new raeiag prodnct. A good move? 
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Essentially a tacky 
attempt at bringing 
the exciting sport of FI 
racing to the PC. 
There are better sims 
out there. 
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efore I even got around to 
playing Prost Grand Piix 1998, 
I had a feeling that some old fashioned 
programming techniques had been put 
to use, mainly due to the installation 
program, which is DOS-based. 

These pre-play reservations were 
soon confirmed when I came around 
to plugging in the office's racing 
wheel, which worked fine with other 
games but wasn't recognised at all 
here. Unfortunately the same went 
for any other Windows 95 controller 
which, as you will most probably 
agree, isn't the best of starts for a 
Grand Prix title... 

Still, with keyboard in front of me, 
I proceeded to enter a quick race to 
see how the game looked and played. 





Whether you want to jump into a quick 
race, enter a tournament or just practice 
a course on your own, there are plenty of 
options to be chosen in the game. The 
qualifying and practice rounds in 
championship mode are included and, like 
most games these days, you can link up 
with a friend in multiplayer mode over a 
Network. Still, the fact still remains that 
whichever option you choose, playing the 
game isn't much fun, placing a firm blow 
on all of the effort put into making a nice 
selection of modes available to the user. 


In the pit 


Despite the box claiming 'amazing 
photographic-quality' graphics, the 
visuals really aren't worth bringing to 
people's attention. Rain effects are 
poor, the cars are badly put together 
and the overall standard of graphics 
really doesn't stand up to the quality of 
other games in the genre, even with 3D 
acceleration enabled! 

Even without brake or steering 
assistance, getting around a track and 
winning in Prost Grand Prix seemed to 
be a real breeze. Simply brake slightly, 
turn (that's via pressing a keyboard key, 
remember) and you'll whizz around a 
corner at an incredibly unrealistic high 
speed. Move onto the grass and chances 
are you'll recover or hit ^ 
an opposing car, ^ 

and you'll 
somehow manage 
to keep on going 
- over and over 
again. That is 
unless you are 


hit around 20 times head-on, in which 
case you'll find wheels flying off, smoke 
entering the air and marshals violently 
waving their yellow flags. 

As you have probably gathered by 
now, realism isn't one of the game's 
strong points, apart from the tracks, 
which, although not perfect, do 
resemble the actual courses in the 
World Championship. You'll also 
notice that apart from the Prost 
team, all of the other members of the 
championship are false due to lack of 
official licenses. 

It seems as though Canal have 
attempted to come up with a realistic 
simulation, but the finished product 
has ended up being more of an 
A arcade game than anything else, 
y As a FI arcade style game, it's 
not too bad. But if you are 
in search of a decent 
simulation, FI Racing 


Simulation is worth a look, or 
alternatively you could always wait 
for Grand Prix 3. Whatever you do 
though, just don't spend you money 
on this wreckage. Simon 
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Forget about shootiog your oiates out of existeoce io Unreal, here’s your chaoce to doo a suit, 
aroi yourself with a mobile aod build up ao empire where cost-cutting is your weapon. 




he Last time I had to worry 
I about the complexities of 
supply and demand, cash flow and 
the like, was at college. My stint with 
Economics as part of my degree was 
pretty depressing; the lectures I 
bothered to go to were appallingly 
boring and I am in the process of 
trying to get my money back off the 
government, which unfortunately 
doesn't set me up for enjoying 
Industry Giant that much. All the 
negative vibes I got off this 
continued to linger as I plunged into 
the excessive mountain of figures, 
profit margins and manufacturing 
costs. Once you have sat down with 
the manual you do get the gist of 
how to begin your quest. A number 
of scenarios allow you to jump 
straight into a fully functional 
economy, but often you have a 
challenge on your hands... something 
along the lines of getting Japan out 
of its current recession. 


Copgestioii 

This game, like last year's Capitalism 
Plus, lets you build factories, road 
networks and superstores so you can 
control every end of the market. 
Invest in toys, sports gear or car 
manufacturers. Once you have decided 
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Industry Giant is a 
mundane and surprisingly 
predictable game that 
needs a few disasters and 
some scandal to make it 
more attractive 


which product you wish to produce 
you then need to build a depot to 
transport the raw materials to your 
factory and in turn to transport the 
finished product to a retail outlet. 
This is where things start to get very 
problematic. You have to build decent 
roads to keep everything flowing, but 
congestion soon sets in and it is very 
difficult to change things once you 
have started - unless you feel like 
demolishing the lot! The game falls 
down in that - unlike Sim City 2000 - 
when things are going wrong you are 
given no warning. There are times 
when you are expanding in certain 
areas on the map and you don't have 
time to check to see whether your 
shops are getting regular supplies of 
your products. You can rotate the 
camera, zoom in and out of the map 
and assign hot keys to specific areas 
of interest, but the rest of the time 
you are just building stuff and 
watching your margins, spectating as 
new products spring up around you - 
it would have been more interesting 
to research your own. 

What, aa aialtiplayer? 

Industry Giant's lack of multiplayer 
support renders the game's life even 
shorter, but the editor does Let you 
have fun on your own for a while. This 


iSudd/f^ the Uttmate 


game will not make you feel Like 
Richard Branson by any stretch 
of the imagination; Industry 
Giant is more like 
Moneybank 
Minnow. What it 
requires is a few 
stock market 
crashes, banned 
products and 
pollution leaks to liven 
things up. David 


Just like in Sim City, square blucks nf land mark the areas where you can build. You will find certain blocks are much more expensive to demolish than others 
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THE CHAIN 

^ The plotline of Vangers is a 
bit esoteric, and develops as 
the game progresses, but ITl 
do my best. As a Vanger, your 
initial aim in life is to use 
your armoured car, or Mechos, 
to transport a substance jj 

called Nymbos from your I 

home Escave of Podish to the ; 
neighbouring colony of 
Incubator, where it is used by 
the Eleepods who live there 
as part of their reproductive 
cycle. You return to Podish 
with a cargo of Phlegma 
(ugh!) which the Eleepods of 
your colony smear on their 
bodies (urghl). You are paid 
for this service, and use the 
money to upgrade your 
vehicle with a wide range of 
weapons and andllary 
equipment, or to buy a better 
Mechos. Along the way you 
must defend yourself and 
your cargo from other 
Vangers, pick up any scrap 
items you may find lying 
about on the surface, and run 
over Beebs - small bugs 
whose skins can be exchanged 
for further money. As you 
progress in the game, you will 
be given extra quests or 
Tabutasks to perform, and if 
you will do well you will be 
rewarded with knowledge 
which will enable you to travel 
to different worlds through 
special portals. You slowly 
learn more about the great 
Chain of Worlds (which were 
once the home of humanity) 
from your Eleepod counsellor 
as the story unfolds. 



Tke former Soviet loioo may not bo the first place you’d expect 
to find new cempoter games, but think again. 




angers is a strange game. No, 

I strike that. Vangers in a 
downright bizarre game. I've never 
seen anything quite Like it, and I doubt 
that you will have either, which makes 
reviewing it a bit difficult. How do I 
describe something to you with no 
common frame of reference? Hmmm... 

If you can imagine some weird hybrid 
of Micro Machines V3, Mad Max and a 
documentary on the social life of insects, 
you might be halfway there. If you throw 
in off-the-wall animated graphics, 
deformable 3D terrain and gameplay 
which changes as the plot develops, then 
you may be within sight of it. But then 
you have to add a large glossary of weird 
terms either made up for the game or 
translated from their native Russian, and 
suddenly you don't know where you are 
again. Confused? You should be! 



Eastern promise 

Vangers is the first game to be 
published in the West from Russian 
developers K-D Lab, and judging by the 
quality of their production it won't be 
the last. Publishers, Interactive Magic 
have definitely struck gold here. 
Presumably because they are insulated 
from the mainstream of American and 


European games developers, K-D Lab 
have avoided the usual trap of 
producing a genre game just because 
everyone else is doing it. Instead, they 
have gone down their own route and 
come up with something totally 
original. Even the Look of the game is 
distinctively different. The graphics of 
the various interface screens look like 



The colourful 3D terraio graphics chaoge with the passiog seasons, so you knuw when the race to get the vital Nymhos to Incubator is about to start 
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surface damage 

Mongers is essentially a top-down 
viewpoint driving and combat game, 
but with elements of trading and 
exploration, racing and diplomacy 
added to produce a very original 


your hard drive. The appearance of 
the environment suggests a post- 
apocalyptic junkyard, partially 
overgrown with fungus. The map can 
tilt from an overhead view to a partly 
isometric view, and can either rotate 


fh:; i^-Jigarance of ttie environnigni 

a post-apocalyptic junkyard, overgrown with fungus 


game concept. The main engine 
driving Mongers is a fully deformable 
true 3D terrain map, with smooth 
scrolling, realistic water effects and 
Al-controlled opponents. Any damage 
you inflict on the terrain remains in 
place, written into the map stored on 


so that you are always driving up the 
screen or retain the same orientation 
like Micro Mochines. 

Off roadfij s 

The little car in which you drive 
around this crazy world is superbly 





During the game you will get into many fights with other Vangers, hut your Mechos is well armed 


animated, and bounces around the 
bumps and dips in the landscape like 
a diminutive Land Rover. If you can 
find a level road, it can also put on 
an impressive turn of speed. The 
vehicles are armed with a wide 
variety of bizarrely named weapons, 
such as the Beebanoza Blockade or 
the Speetle System, all of which can 
produce some very satisfactory 
explosions. The cars are equipped 
with a system which allows them to 
jump over obstacles and out of 
ditches, so at least you won't get 
permanently stuck. 

I - -- - . 

/ E ^ L ■ 

As a single player game. Mongers will 
keep you totally absorbed for many 
hours, and as a multiplayer game it 
allows you to play over the Internet 
or LAN, either head-to-head or in 
team mode. 

I won't pretend that this is a 
game that will appeal to everybody. 
The actual technique of driving the 
Mechos takes some getting used to, 
and the unconventional appearance 
of the graphics may put some people 
off. The bizarre names can be 
confusing at first, and the slow pace 
of the plot may discourage others. 
But if you come at it with an open 
mind and a little patience. Mongers is 
one of the most original and 
rewarding games I have seen in ages. 
It isn't a clone of anything, which is 
pretty refreshing these days. If this 
is the standard of work we can 
expect to see from programmers in 
the former Iron Curtain countries, 
then Western developers had better 
watch out. Cliff 


UlTIMATE INTO 


INTERACTIVE MAGIC 


K-D LABS 


£34.99 


OUT NOW 


www.imagicgames.co.uk 


1-8 


16MB 


P133 


SVGA, DX5 


SOUNDBLASTER COMP. 


KEYS AND MOUSE 


Vangers is a totally original 
Russian game with an 
absorbing, if bizarre plot, 
brilliant off-the-wall 
graphics and many hours of 
fasdnating gameplay 
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The best laughs in the game come 
from angering other managers 
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saw the same clip twice, and the game 
boasts over 15,000 scenes. If you're 
getting beaten in a match, you can 
alter your team's work rate and either 
cajole or berate them with humourous 
speech samples. 

Perhaps in the face of the more 
successful management sims On The 
Ball 2 won't appeal to everyone's 
tastes, and the lack of real names and 
places is an obvious disadvantage. 

But if you overcome the first 
impressions there is an entertaining 
little game hidden away that doesn't 
take itself at all seriously. Chris 


The game covers every aspect 
imaginable in football management 


performances and give them the odd 
financial bonus. You also have to 
consider the players' private lives when 
selecting your teams; if a player's wife 
has a baby, his fitness level actually goes 
up! Your control of the club's affairs even 
takes you as far as the club's purse¬ 
strings, which you need to steal from to 
afford the bribing and betting you may 
be forced to try. And if you get into 
trouble? Hire one of the many dodgy 
lawyers offering their services. 


injuries, saves, etc. are shown in short 
animated sequences which, although 
very poor graphically, are perfectly 
adequate and don't slow the game 
down. Whilst playing this game I rarely 


Ithough other football 
management games are very 
good at what they do, and can be fun 
for the die-hard supporter dreaming of 
his local team winning the 
Premiership, they all seem to take 
themselves a touch too seriously. Surely 
managing even a relegation-threatened 
team has its moments of fun and 
games? Okay, maybe not, but do these 
games have to be quite so po-faced? 

On The Bali 2 tries to inject an 
element of humour into the genre of 
football management sims by including 
imagined names (which can easily be 
changed using the editor), and options 
to bribe referees and other teams or 
even have certain players maimed in 
mysterious accidents. This is not to say 
that any sort of statistical depth has 
been sacrificed for these options, and 
the game covers every aspect imaginable 
in football management. As well as the 
usual training and tactical options for 
your team, you can administer drugs 
(highly illegal of course) to aid 


team and its tactics before they take to 
the field. Once the game begins you 
are shown the teams' line-ups, 
including indications of scorers, 
bookings, etc. Events like goals. 


On The 

Yes it’s anoUier fDotball managemeiit game, 


2 

bet at least it’s got a sense of liumeur. 


It doesn't quite make 
the Premier league, 
but worth checking 
out when it gets released 
on budget, especially if 
you fancy a laugh 



And now for the highlights 

Once match day comes around, you 
have one last chance to organise your 



These are the two screens you’ll see most often in the game. From these you can pick your team and their tactics before ietting them loose on the pitch 



Midfield RighI 


ON THE BALL 2 - Team Line-Up chris Leonard (Tottenham London), 9-14-1997 




SintunJ. 


Tottenham London (A) 


KlinsmanJ. 

Wolker.S. 

KampelLR. 

Baardsun,S. 

SinlunJ. 

HarmstrongJ. 

Andertun,D. 

Karr,R, 

FoksJ. 

EnelhercottX. 

Kalderwood.C. 


.tonVdla United (H) 
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Missed pulliig off those satisfylog fireballs aed dragon punches? 
Fear no longer, as the Street f/gAters are bach... 




StFBBt FightBr Alpha may look pretty simple, bot it’s the enjoyable gameplay and bodget price of this release that make it so attractive. Well worth a look 


practice is incredibly annoying. I was 
using Thrustmaster's Rage 3D pad and 
pulling off the moves wasn't a problem. 

In this new version of the classic, a 
total of twelve characters can be 
controlled, including a selection of 
recognisable faces from Street Fighter 2: 
Ryu, Ken Sagat and Chun-Li. Possibly one 
of the biggest advances in the game are 
the super moves, which can take off even 
more energy from your challenger's bar. 
The gameplay has fortunately been kept 


the same, so if you used to own a Super 
Nintendo with a copy of Street Fighter 2, 
the overall feel of the game will come 
back to you very quickly. 

There are two main modes of play. 
Arcade and Versus, plus a new feature: 
the training mode, which allows you to 
practice multi-hit combinations. 

If Virgin had released it for £39.99 
then it certainly wouldn't be worth 
buying, but at just £14.99, it represents 
excellent value for money. Simon 


alk to any PlayStation owner 
I about Street Fighter games on 
their format and they'll be able to tell 
you about several titles recently 
produced by Capcom. Approach a PC user 
and the response will be completely 
different, because for a long time now, 
no Street Fighter game has been 
available. In fact, there's generally a 
distinct lack of games of this ilk, and 
the ones which are launched tend not to 
play as well as the old classics such as 
Street Fighter and Mortal Korn bat. 

For those of you out there who are 
looking for a decent beat-'em-up, you can't 
go wrong with Street Fighter Alpha. The 2D 
graphics, which really haven't progressed 
and are quite poor (no acceleration 
required) help to make the game run very 
smoothly, and those of you with a low spec 
Pentium running Win 95 will find that 
Street Fighter Alpha runs very well. 

Eontieto especial 

Prior to buying the game, if you don't 
already own a decent joypad, it's worth 
investing in one to play with. Try and 
pull off a dragon punch or fireball using 
the keyboard and you obviously won't 
have any success due to the quick, 
smooth movements required. Every Street 
Fighter fan has their favourite character, 
and not being able to release those 
special moves which once took a lot of 



A new deadly fireball pulled off 



The graphics may be poor, 
but with the gameplay 
just as addictive as ever 
and at just £14.99, how 
can you resist? Classic 
gaming at a great price! 
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Avoid hiiying ao expeisive racquet and ringing out swnat hands In Blue Byte’s 
all-new tennis simulation, sadly not featuring the levely Anna Knurnlkova! 




blown tournament. After a few hours of 
practice, I was giving the computer- 
controlled players a real challenge and 
managed to win a tournament without any 
hassles, some times not losing a single 
game in the whole match. This is where I 
start my criticisms of the game... 

Gotta have balls 

Sure, initially the artificial intelligence 
can't be talked down, but as you beat one 
competitor and the next steps onto the 
court, there doesn't seem to be an AI 
improvement and they basically perform in 
the same way as the last. In selected 
situations, they also do stupid things such 
as ignore lobs and just stand there like 
lemons. Another big fault which can easily 
be noticed is the collision detection; you'll 
be able to hit balls from silly distances, 
where it's obvious that you were Just too 
far away to reach the return! You'll also 
find a few other annoying features, such 
as the cut sequences after every point 
scored which can't be turned off. 

Visually the game is very clean, 
although the animation leaves a lot to 
be desired. Players walk like they've just 
had a terrible trouser accident! 

Not all is bad though. Overall the 
game plays very well and it's great to 
play, especially with a mate. A few 
improvements could have made this 
a smash! Simon 


The graphics in Game Net Match are pretty nice. Sadly, the same can’t he said tor the player AI 


the desired target. The pad can be moved 
left and right to position the circle in a 
tougher return position. To start with 
getting to grips with this system is quite 
difficult, and you'll surely make some 
double faults. Eventually though, you will 
be able to concentrate not just on simply 
reaching the box, but getting the ball in a 
position that makes it hard for the return. 

Depending on how long you want to 
play the game for, various game modes can 
be chosen. Enter a singles or double game 
and you'll find it's pretty fast, enabling you 
to select the amount of sets. Otherwise you 
could take a little longer and enter a full 
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A few improvements 
could have made this a 
lot better. But it's still 
well worth a look due 
to the lack of tennis 
titles available 
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ou will never have a problem 
I finding a soccer game on the 
PC, nor a golf simulation - there are even 
generous amounts of baseball titles to 
snap up - but for some reason, when it 
comes down to selected sports such as 
tennis, there doesn't seem to be too much 
interest. Thankfully, for the moment the 
gap has been filled thanks to Blue Byte... 

Possibly the most important part of any 
tennis game are the ball physics, which 
have been simulated here incredibly well. 
Depending on the position that it hits the 
racquet and the direction which you aimed, 
the ball will travel at a different speed 
every time. Different buttons can also be 
pressed to execute different hit styles, such 
as a satisfying lob. 

The system created for serving is also 
quite interesting. Players first of all press 
a button, wait for a circle to move up the 
screen towards their opponent's box, and 
then they should let go when it reaches 
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Sold Out Software 

£4.89 

If you're after a few hours 
wandering about in a dark 
vision of the future then 
this adventure game could 
be what you're after, 
especially if you're 
strapped for cash. 

Although the title is now 
about four-years-old it 
doesn't suffer too badly 
graphically, what with the 
gritty, heavy industrialised 
feel of the pre-rendered 
backgrounds. It certainly 
hasn't had six years spent 
on it, but as a game it's as 
good as Heart of Darkness. 
You assume the role of 
Robert Foster, a simple 
civilian caught in the 
injustice of a city 
segregated by class, and it's 
up to you to solve the 
mystery. 

For the money it provide 
hours of play, is especially 
recommended for players 
with low spec machines and 
is a must for Broken Sword 
fans, because it was 
created by the same 
developers. Revolution ■ 
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Graphically its very hot; the engine is 


GT; Replay 

614.Bi 


If you haven't got a copy 
of this game in your 
collection then you should be locked up. 
Then again, if you have, and you're 
younger than 18 , there's a possibility 
that you alreidy will be. This is the most 
violent game on the market, and all the 
gameplay revolves around Death Raoe 
2006-style combat over 36 circuits. Most 
of the fun comes from mowing innocent 
people down as you race about 
pointlessly, just to watch the replays. 


very smooth - even for a game a year old ^ 
\\ - and the cars are just awesome. This ^ 

JJ^ month we had twice the fun, what with 
the preview code for the sequel arriving 
on the same dayl 

We are now concerned that the game's 
influence may have stretched to the real 
world; our designer, Richie managed to 
reverse into Dave Perry's car - oopsi 
Anyway, great game, worth every penny ■ 
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If you would prefer a more interactive gaming experience. Europress have also released 
Adventure Out Of Time, which is much better than looking at 600 pictures from the 
period. As a player you get to act out the role of a British secret agent to change the 
course of history, trying to save the ship from sinking and the world from a global war. 
The graphics are stunning and the gameplay is enthralling, especially when the ship 
begins to sink. Now this is interaction, and all for £19.99 
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charge of it. 

As a package it's quite expensive, but 
you do get quite a lot of information. It 
just depends how interested you are in 
the whole disaster. ■ 


much. Inevitably, it sunk, and from then 
on the greatest ever sea liner has been 
down at the depths of the ocean, 
providing a useful habitat for marine 
life, so it wasn't all a waste. 

The popular film of the sinking was 
rather over-emotional/romantic for many, 
yet with expensive special effects and a 
near true scale model for the actors to run 
about and jump off, the drama was all 
there. But if you feel that the two hours 
spent watching the film weren't enough 
and you want to delve further. Europress 
offer their interactive journey. They have 
manage to dredge up new video footage of 
the Titanic wreckage so you can see 
exactly how much the sea life has moved 
in on the luxury cabins. The building of 
the ship is covered in depth, along with 
testimonies from some of the few 
survivors. The chronology section takes 
you through the catalogue of 
fundamentals errors committed by the 
captain and other ships in the area, and 
you soon realise that it wasn't the ship 
that was the problem but the people in 


Europress 

£19.99 


Hang og, I can see it! There is definiteiy a screw 
innse just down from the anchor two porthoies aiong 


I ou can guess why, after so 
long. Europress decided this 
was the best time to release a CD Rom 
about the most talked-about ship sinking 
in the history of the world (unrelated to 
war anyway). The Titanic was said to be 
un-sinkable - promoted to that effect 
just before its maiden voyage, it was 
tempting fate just that little bit too 


Not the best CD-Rom we 
have seen, but if you like 
Celine Dion, go for it 


From looking at this picture you can tell 
how frightened the passengers were 
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TORTOISE 


{ English' ^ 


French 


German 


TORTOISI 


O The Tortoise was nearing the finishing line 
when the Hare woke up. He sprinted, trying to 
catch the Tortoise, but the Hare was too late. 
The Tortoise won. 


anyone refuse? But children do learn from 
these 'games', so dividing, multiplication 
and adding should never be as hard again. 

On a lighter note, there's a CD Rom version 
of the famous Aesop's tale of The Tortoise and 
the Hare. It's that old twist on the 'more haste, 
less speed' parable, where the friendly but 
slow tortoise competes with the frisky hare 
and comes out on top, only because the hare 
is stupid and over confident enough to stop for 
a stop of luncheon. Children can have the story 
read to them or they can play through it using 
the mouse to make things work. The pages are 
full of natty and fun animations for children to 
click on, providing hours of amusement with 
high replay value. We only wish these things 
were available when we were young enough to 
really appreciate them. 

Lastly there is the game with the brief 
title of 'Where in the World is Carmen 
Sandiego?' Geography was always rather dull 
at school, but that was because they didn't 
make an international crime busting 
adventure out of it. As a detective, players 
must travel the globe interrogating suspects 
and compiling notes on their top of the 
range electronic notepad (look out for the 
review in future issues). The video footage 
and essays are all written to fit in with Key 
stage 1 and 2 of the National Curriculum, 
so you can be guaranteed your children 
aren't reading anything they shouldn't be. 
Oh, and remember, you are being watched! 

A top selection of titles bundled together 
for your convenience should brighten your 
day as much as it brightened ours. ■ 


Broderbund 

£24.99 


I his package is aimed primarily at 
■ the younger PC user, helping 
them to understand how a computer works 
and realise how much fun they can be, 
whilst still learning something. That is, 
before they decide that playing games is far 
more exciting and less effort, but anyway. 

The package contains three titles that 
are said to improve a child's reading, phonic 
skills, spatial awareness, memory and 
observation and geography skills. The most 
obvious learning title in the package is the 
Maths Workshop. Polly is your host, and it's 
her job to try and make your forget you are 
actually learning about maths by covering 
the fractions in a web of fun-looking games 
and puzzles. The most fun of them all is 
'Bowling With King Kong' - how could 


A solid pack of three 
taxing titles 
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FASA Interactive have 
already announced an 
expansion pack for the 
recently released Mech- 
Commander, The game 
scored a high 88% in last 
month's issue, so we expect 
great things from this add¬ 
on when it ships just 
before Christmas. We can 
expect more missions and a 
few more Mechs as well, 
which should enhance the 
gameplay further. Along 
with the new units, extra 
multiplayer maps will be 
available along with the 
usual editor for creating 
your own. The company 
have also mentioned the 
idea of releasing new 
multiplayer maps free over 
the Internet, most likely 
from the official Website at 
www.mechcommander.com 


II couple of months ago now we 
■■ reviewed Core Contingenq/, the 
first official expansion for Total 
Annihilation. It gave players of the original 
game many more missions, new units and 
an editor for them to build their own maps 
using the four new terrain types. Bottle 
Tactics will be slightly different in that it is 
aimed at players new to the real-time 
strategy genre, unlike other add-ons that 
provide a more challenging number of 
missions for experienced gamers. "Total 
Annihilation: The Core Contingency 
expanded Total Annihilation with more 
units, maps and worlds than you could 
shake a stick at. With Total Annihilation: 
Battle Tactics we wanted to go a different 
route by focusing on missions designed to 
assist the novice player..." said Ron 
Gilbert, creative director and co-founder of 
Cavedog Entertainment. 

It will include a series of 'fast and 
furious' battles that apparently utilise 
select units in the hope that they will help 
new players to learn specific strategies 
essential in this type of gaming. _ 


Additionally, the missions will be 
shorter to provide a quick challenge. 
Because of their reduced size they have 
managed to cram in over 100, so there is 
plenty to look forward to there. But if you 
have already bought the first expansion, 
will it be worth while getting hold of 
Battle Tacticsl Well, if you're a completist 
you will want to get your grubby mitts on 
the four new units that will be available. 
These are the Arm Stunner, Core Neutron, 
Arm Phalanx and the Core Copperhead (if 
you can't wait, download them from 
www.cavedog.com). Also new to the add¬ 
on will be six multiplayer maps and the 
two new landscape types. Add and 
Crystal, from Core Contingency. 

One of the best things will be the fact 
that all of the missions will be immediately 
accessible, so forget about slogging away 
on one tough mission then giving up for 
good. The add-on will be available very 
soon, so expect a review next month, p 
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With a hundred new planes tn 
fiy, there is nn need nnt tn be 
nn Ginud nine 


Value For Money 


New Features 


Extended Gameplay 


From Flight 1 Software comes the 
} impressive-looking texture add-on for 
1 Microsoft Flight Simulator 98. 

! This package offers up to 18 different 
textures for the fluffy stuff in the sky and 




a whole bunch of new weather effects such 
as storms and lightning. The multi-layered 
effects do look quite good, relieving the 
boredom of just flying through the air, and 
the gameplay is enhanced slightly as you 


can add storms 
and disasters in 
your missions. If 
you prefer low 
flying, the ground 
textures have 
been improved - 

especially noticeable are the snow^ 
conditions and the enhanced wind layers to 
make for a rougher ride on occasions. 

If you are looking to get the most out of 
your flight simulator then this sort of 
enhanced realism could be what you are 
after. However, you may Just think it is a 
complete waste of money - depends 
whether you are into it or not! 














































































This month we 


said foothall was jost for hlokes? 
pleas for help from a yoong lady with foothall clearly on her 


mind! 


Female rootball fan 

iJast year I had my letter printed (I may be 
the first girl to get my letters printed twice!) 
stating what a great offer your subscriptions were 
- and they still are, I might add. 

My subscription ends with Issue 13, and I was 
wondering if you will charge the introductory price that 
I paid at the beginning of your magazine to continue 
my subscription, or the prices you charge now? 

I thought your review of World Cup '98 was very 
good and had a nice layout of what the game was all 
about, so I bought it. It was like you said: excellent. 

Anyway, I wondered if you could spare a minute 
of your time to answer a couple of my questions. 

a) After reading a manual of a game, I noticed in 
the credits section that there were people called 
beta testers and game testers. Who are they and how 
do you become one? 


b) In Issue 2 you recommended a game to me 
called Buccaneer, but I can't seem to buy it 
anywhere. Was it ever released? 

c) Do you have any tips for Starship Titanic? I'm 
completely lost! 

d) As a student (no, it's okay - I'm sane!), I 
have worked hard for my cash and I can't decide 
whether to buy Ultimate Soccer Manager '98 or 
Premier Manager '98. Which do you recommend? 


Packaging Problems 

dk would like to start my tetter by saying that as 
a subscriber to your magazine, I think it's great, and 
I will be renewing my subscription when it runs out. 

As you seem to be very well informed about the 
games industry, I thought you would be the best 


Oh no! I’ve got two marshmallow tea cakes stock to my head! 
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" raving teamed up with Microprose, we're 
offering a copy of the delectable Worms 2 for the 
writer of each month's Star Letter. Worms 2 was 
reviewed in Issue 3, and thanks to its improved 
graphics, superb gameplay and riotous multiplayer 
mode, scored a well deserved 92%. For the authors 
of the other letters printed each month there's a 
free title from Microprose's PowerPlus range. 

Please remember to send your address 
whenever you write in so that we can ensure that 
those who have a letter printed receive 
their free game. 


e) Finally, when I wrote to you last year I never 
received my free game - may I have it please? 
Thank you. 

Well done on an excellent magazine. Keep it up! 

Tara Coverdale, Lytham, Lancs 

Congratulations on becoming the first lady to have 
two letters printed in the magazine. It's refreshing 
to receive letters from members of the female 


people to talk to without going directly to the 
software companies themselves, and I wondered if 
you can answer a question for me. Why are PC 
games today packaged in a big colourful box? I 
agree they can look very appealing on the shops' 
shelves, but when I open the box to take the CD 
out, most of the time the case has no cover or 
spine, just the CD in a clear case. 

When I put the CD in my CD holder with the rest 
of my games, there is no spine showing the title, so 
I have to guess which one is the game I want. It is 
getting to the point where I have about ten games, 
all with no titles on the spines, in my CD holder. 

The main culprit seems to be Psygnosis, with about 
five games coming from them with this problem. 

Is it just me, or do other PC owners find this 
matter a bit frustrating? I am sure it doesn't take 
much just to add a cover and spine for the case of 
the CD. The cardboard boxes that the games come 
in are probably thrown away in most cases, yet the 
CD cases are always kept, so why don't the software 
companies design cases similar to the ones 
PlayStation games are supplied with? That way 
they still look presentable on the shelf, and the 
customer gets a sturdy case with a cover and spine. 
Jared Smith, Manchester 

The huge boxes that PC games are packaged in 
are all part of the marketing and selling process. 
Getting a product seen by the buyer is crucial to 
selling it, hence the oversized boxes. Some PC 
games need the big boxes for packaging the 
instruction manual, keyboard overlays and the 
like, but most simply contain a CD cose with the 
game and small manual. The problem with these 
CDs not having the gome details on the spine of 
the CD cose stems from the fact that most 
publishers expect people to keep the games in the 
boxes. When this doesn't happen, then - as you 
have found out for yourself - there can be a 
problem. However, it is extremely unlikely that 
publishers will start to package their products in 
cases similar to the PlayStation ones. Why not 
buy yourself a bookshelf and stock the games in 
their boxes instead? 
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b) When is Tomorrow Never Dies being released? 

c) Will Resident Evil 2 ever appear on the PC? 

d) Are there any snowboarding games on the 
PC, Like the PlayStation's Cool Boarders? 

e) Is there going to be a Total Annihilation 2? 

f) Why are there no decent racing games for 
the PC on a par with Gran Turismo? The PC 
easily has the power to run it, so will it ever 
appear on it? 

g) When is Half-Life going to be released? 

h) Is it worth buying a Voodoo 2 card? 

Will Hunt, Kings Lynn, Norfolk 

H/e think that you are right, Will, there can 
definitely be more done with the demo CD. As 
we've already mentioned, we are looking to 
include a cheats and reviews database from the 
next issue onwards. 

Now, in answer to your questions. Final 
Fantasy VII is already out and you should be 
able to find it your local store. There are no 
plans at present to port Resident Evil 2 onto the 
PC, but then we had to wait over a year for the 
first one to arrivel There is a snowboarding game 
in the pipeline for the PC, which we hope to 
have more details on for next month's magazine. 
Total Annihilation II is also in the pipeline and 
you'll find more on this title in our Essential 
Collection feature in this month's mag. As for 
racing games, FlGPIII, Grand Prix Legends and 
TOCA Touring Car 2 all promise to be on a par. 
with Gran Turismo, although they're more 
simulation than arcade based. 

We have it on good authohty - direct from the 
gome's publisher, Cendant - that Fialf-Life is now 
due for release in September. In fact, we're hoping 
to have a full review of the game within the next 
couple of months. 

Lastly, yes it is worth buying a Voodoo 2 
graphics card, although they're still quite 
expensive at the moment, so it might be worth 
biding your time until they come down in price. 


Big dudes with guns! These 
guys are frnm the fantastic 
game, StarCraft 
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Expand your horizons 


irst of all, I must say what a great 
magazine you're producing. I have brought a 
subscription and it is certainly the best computer 
magazine out. 

I am writing about the new expansion 
section in Issue 11. I think it's a great idea, but 
having recently bought StarCraft I was surprised 
to find that the StarCraft data disc. Stellar 
Forces, was not reviewed or even mentioned. 

I also think that you should make a few 
changes to your CDs. As well as the demos, you 
could include a cheats database which would 


gender as we don't get many at all. We certainly 
don't get many from females into football, as you 
obviously ore - a very rare breed indeed! Anyway, 
on to the business of answering your questions. 

In reply to your query regarding renewal of 
subscriptions, as a way of saying thanks to those 
who originally subscribed to the magazine, we 
have put together a special deal. Existing 
subscribers will receive details of this special 
offer when their subscription expires. 

Now on to the rest of your questions, beta 
testers check the game after it has gone beta 
(nearly finished) for bugs, graphical glitches and 
the like. Game testers check the game throughout 
development to ensure the gome plays just how the 
developers want it to. Most of the software 
publishers - like Psygnosis and Electronic Arts - 
have their own teams of beta testers. To get a job 
as one, the best thing to do is write to the 
company directly and ask for more details about 
any positions that might be available. 

Buccaneer was a game about pirates that we 
saw on a visit to the States. It was originally 
planned for release both in America and Europe, 
but in the end it only come out in America, 
unlike Starship Titanic, which we all know was 
released to a measure of success over here a few 
months back. Unfortunately we have no tips for 
the game, only a walkthrough which we haven't 
the space to include here. If you check out the 
mini-tips section of the magazine you will see 
that we're looking to start up a Tips Q and A 
section, so if you write to us at the address 
given in the mini-tips section and explain to us 
exactly where you are stuck, we should be able 
to help you. 

Although the price of PC games is relatively 
cheap compared to Nintendo 64 and PlayStation 
products, they're still a lot of money, and so it's 
important to make the right decision when buying 
a new gome. If, as you obviously are, you're a 
serious football fan, then we reckon Ultimate 
Soccer Manager '98 offers a ^ 
far more rewarding gaming 
experience for football 
connoisseurs than Premier 
Manager '98. PM '98 is much 
less demanding than USM '98 
and is perfect for those who don't 
want to get bogged down with 
detailed tactics editors and the like, 
but real footy fans will love the depth of 
USM '98. 

As for your last point about your free 
game, we'll make up for it by sending you two 
this time around! 


mean that you could have hundreds of cheats 
without taking up valuable magazine space. You 
could also include cheats for older games, as 
well as a reviews database for all the reviews in 
your magazine. 

Finally, I am eagerly awaiting the release of 
Carmageddon 2 - Carpocalypse Now! and Command 
and Conquer: Tiberian Sun. What are the release 
dates for these games? 

Chris Halliday, Northampton 

The expansion section introduced in Issue 11 of 
the magazine was born out of the increasing 
number of add-on packs being released. 

Although these add-on packs usually cost around 
£15 and could have been covered in the budget 
reviews section, we felt they deserved their own 
place within the magazine. Although we try to 
cover os much os possible within the section, 
there are obviously limits to what we can print, 
so we may not always be able to cover every 
single product. However, with reference to your 
point about the StarCraft expansion pock, you'll 
find there's news on this in Issue 12 of the 
magazine. As to your point about putting a 
cheats database on the CD, this is certainly 
something we ore looking in to - os well os 
having all the UPC reviews from post issues - 
and we hope to hove this in place by the time 
the next issue comes along. Finally, Command 
and Conquer: Tiberian Sun is due out in 
October, os is Carmageddon 2. 

Notes and queries 

have been reading your magazine since Issue 
1 and have stuck by it. I do, however, have a few 
ideas on how you could make it better, as well as a 
few questions. 

I like the free CD, especially as the last two 
issues have come with two, but how about putting 
reviews and other non-game information on it? You 
could compile walkthroughs and cheats for it, and 
save space in the magazine to write more features. 

That's enough of telling you how to run your 
own magazine, so on with the questions. 

a) When is Final Fantasy VII coming out? 

Final Fantasy VIII is already being planned for 
the PlayStation 2. 








On The Wire is the piece for eii nee geniers keee te get together, hy whatever 
leiaes yoe can. Be it either through Wirepiay, Modem tink-up, MN or the 
Intereet itsett. Prepare te get connected! 
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W RED GAM NG 


This month we take a look at Game Net Match. Tennis games have never been so 
interactive - here's what we have to say. Also this month, our network has 
been clogged up with Grand Prix Legends. It is probably the second best on¬ 
line game on the Net, next to Quake II, obviously. 


CYBERSPACE 


Blimey, I'm still running out of things to say about Cyberspace... Well, it's still reviews of PC game Websites, isn t 
it? Ahh, that wasn't too bad was it? Seriously, there are plenty of smaller sites out there offering demos and news 
so it is always worth a search to see if you can find something new. 
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WIREPIAV QUAKE GHAllEWir 


Wirepiay 

The jyomei netmin'k from BT 


I he search is on to find the hottest Quake player in the UK! 

Wirepiay are setting up the national challenge, called Quakeadelica, which will be 
held in central London this October. The tournament will also feature the current Quake 
world champion, Thresh (Dennis Fong) who will play a deathmatch contest against the UK 
champion. Thresh impressed thousands of onlookers at last year's E3 show in Atlanta when 
he reached the final stages of a Quake contest, managing to take home a Ferrari. 

Throughout September, Quake contests will be run over the Wirepiay network and 
selected players will be chosen to play on October 15th in the main Quakeadelica 
tournament in London. 

So, be sure to log onto Wirepiay this September. More information can be found at 

www.wireplay.com. 
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By purchasing 
gain three month: 
further animation 
music, all for £29 
to let bucketload! 
other online garni 
Iron Wolves for sc 


Okay, it’s not exactly Ouake II, but 
Brakkar does otter tun tor Net gamers 


JOIN THE TRIBES 


r eaturing a new kind of 3D engine, t ^ ^ 

■ Starsiege's Tribes (http://www. ^ 

starsiege.com/tribes/index.html) 

shoot-'em-up is set to feature some very Ttmtitj . 
attractive multiplayer features. 

The first feature is the ability to avoid third 
party utilities and easily find a multiplayer game. 

As well as walking around on foot, players 
can hop into vehicles, picking up their team- ,' 
mates to transport them to new locations. 

In addition, one of the game's team 
members can take on the role of squad leader. ^ 

From a different perspective, they can command units, directing them to new 
areas within the map. Prerecorded sound messages can also be sent to team¬ 
mates at a touch of a button. 

Like other shoot-'em-ups, player skins can be changed, plus the logos for 
the team you've set up. 


MPIAVER 
SPEEDING UP 


H ireplay has just extended its 
range of classic games to its 
Mind Games channel by offering users a 
custom-built version of Backgammon. 

As well as the standard Wireplay 
Backgammon, there's also a Domino 
version for players to try out. 

Keith Silver, Head of Intellectual 
Games for Wireplay said: "Wireplay is 
the perfect environment for 
Backgammon enthusiasts, irrespective of 
their ability. Although Wireplay caters 
for both casual and serious players. 
Backgammon is one of the few games 
where a complete novice can win the 
odd game against an expert, which adds 
to the game's interest and appeal." 

More information can be found at 
www.wireplay.com. 


r or 'Plus' members of Mplayer 
(www.mplayer.com), 
infrastructure changes have meant that 
gameplay has been improved for three 
of the services most popular games: 
Quake, Quake II and Team Fortress. 

The change has separated the three 
games from the main game server where 
all of MplayeKs supported titles are 
located, and dedicated severs have been 
allocated for the three games. 

The bad news for UK residents is that 
the 'Plus' subscription, which costs either 
$3.95 per month or £39.95 a year, is only 
open to US and Canadian residents. 


The second Quake expansion pack is sure to 
excite online gamers 
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Gaming 

WinlledoH nay be war, bat wby ataii eajoyiai tanais? Now yoa caa coatinae tba oxperieace aallao, 
tbanks la Blaa Byta’s Sm Net MafeA, whicb fiaally lats lha raviaw Iraatnant. loi tt, or is it out? 




IVpe: Internet, LAN 
Publisher: Blue Byte 
Bevelnper: Media Games 
Price: £33.99 
Players: 1-2 

Website: www.bluebyte.cnm 
Memnry: 16MB 
Prncessnr: P90 
Mndem Bequirement: 2B.B 
Cnntrnis: Pad advised 


W hat are the benefits of participating in a tennis game 
over the Internet, I hear you ask? Of course, being 
able to challenge people from around the world is one of the 
most obvious answers, but there are also a few others. 

One of the biggest plus points is that you can avoid being 
the player on the far side of the court, as is usual on single 
screen two tennis player games. Not only does playing in this 
position make it difficult to perform well on the court, but it 
also gives an unfair advantage to the challenger. Fortunately, 
Net play avoids this and consequently it wipes out any 
complaints like "oh, but I was on the far side". Of course, 
there's always the old "but my joystick broke" or "but I've 
never played this game before", in which case you say you 
want to be their pen pal, fly to their country and give them a 
good kicking. 

Blue Byte's Game Net Match is one of the few Internet- 
playable tennis games around, and from its early development 
stages, the online gaming aspect of it was heavily thought 
about. Entering the tennis action, lag isn't too much of a 
problem (obviously it depends on the time of day you play and 


your connection), but when the lag does strike, you can find 
yourself losing some points due to the ball not going where 
you expect it to. Of course, at the same time your opposition 
will encounter the same problems. 

Aside from actually playing the game, it's a standard part of 
Internet gaming now to enter a forum before you play, look at 
all of the games available to join (W host one yourself) and 


Making decent serves can be a 
crucial part nf an online 
tnurnament. Strike it hard and 
in a difficult pnsitinn 


A solid, highly 
playable sim 
that you'll luv 


Options 
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have a chat with your challengers. Sadly the area created in 
Game Net Match isn't the best around. Sure, it's easy to use but, 
for example, when you create a game and are waiting for 
someone to arrive, you are unable to enter the chat mode 
-which is incredibly annoying. This means the other players are 
unable to discuss the game with the person they are joining, or 
the people who are joining them. 

Deciding to host a game for yourself is a good idea, because 
you get to set down all of the options via a selection of drop 
down menus. This is where you are also given the opportunity 
to set a password for your game, to avoid people you don't 
know challenging you. In addition, if you want to be informed 
of people entering Game Net Match who you've previously 
challenged or chatted with in the forum, a 'Buddy List' can be 
used to set an alarm - a nice little idea which works very well. 

Although most of the times when I accepted a challenge 
or joined a match it loaded without any problems, I was 
quite often stuck waiting for a player to come into the game 
after it had been agreed in the forum. It seems as though 
the server may have had some problems, so don't be surprised 
if every game you enter doesn't load properly or stalls at a 
crucial part of a match. ^ 

Game Net Match may not have the same following as 
Quake II, but unlike some games which are launched solely 
for Net gaming that no-one actually bothers to play, chances 
are if you visit the Blue Byte server you won't find a lack of 
challengers. All in all this is a well produced game which is 
exciting in both single and multiplayer mode. It has great 
graphics and animation (even if the characters do walk like 
they've just had an accident in their pants), good ball 
physics and is ideal for both quick and long tournaments.* 


O s well as Half-Life, Cendant Software also have another potential online game treat in 

the form of Grand Phx Legends, which the entire Ultimate PC office has been playing over 
our network for the past month - even after hours! 

The game, which features classic cars of the 1960s, looks to be one of the most promising and 
realistic PC racing sims for a long time, and once it's supported over online game services, we'll be 
sure to bring you the full review. 


That could soon be an Internet player flying into the air after you’ve unfairly bashed them in the bumper! 










We’ve already tested it over the office’s Local Area Network and EPl looks like it’ll be a real corker when it’s out 
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PRICE! CHOICE! 


THESE HAVE MADE US 01 
OF COMPUTJR SOFTWA 


A DIVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 


As you look through this magazine you will undoubtedly 
notice adverts for other man order companies. So what 


_ mpa 

makes us different to any of them? Well, how about this. 


PRICE !! 


You should find Gameplay to be the cheapest supplier 
of PC games in the country. However, we can't look 
everywhere at once, so if you do find a better price, please 
ring us and we will do our best to beat or at least match it 
On top of this, we offer a FREE 1st Class delivery service 
and we don't charge for membership if you are buying by 
mail order so there are no"Hidden Charges". The price you 
see is the price you pay! _ 


CHOICE 


Just take a look at this advert! 2 pages crammed with 
software and equipment! We try to stock every game 
available and if it's not in stock when you ring we should 
be able to get it for you fast 


QUALITY !! 


All items are fully guaranteed by both Gameplay and their 
manufacturers. Any product that becomes faulty within its 
warranty period will be replaced hassle free, quickly and 
efficiently. ___ 



Why not visit our 

CLUB SUPERSTORE IN LEEDS AT THE 
ADDRESS ON THE ORDER FORM! AlL ITEMS IN THE 
STORE ARE AT THE SAME DISCOUNTED PRICES AS OUR 
AliAIL ORDER DIVISION. 


SERVICE !! 


Delivery time is normally within 2 working days and our 
packaging has been specially designed to ensure that your 
products arrive in perfect condition (we do not use Jiffy 
Bags!). Also whatever your needs we can help you make 
the right choice. Our salesmen are all enthusiasts and do not 
make commission, so they can give you completely impartial 
advice. Remember, if you don't like it you don't have to 
keep it so we make sure we tell you the truth! 

These are the qualities that have made us 



THE HOTTEST GAMES AT THE COOLEST PRICES!! 



WITH ^VERY ORDER 
EVERY TIME YOU PLACE AN ORDER YOU MAY CHOOSE A 
PIECE OF SOFTWARE FROM OUR FREE GIFT LIST OF 
SOFTWARE AND ACCESSORIES. THERE IS A LIMIT OF ONE 
FREE GIFT PER WEEK BUT NO MINIMUM ORDER VALUE 
TO QUALIFY. SECONDLY, YOU WILL ALSO RECEIVE OUR 
LATEST CATALOGUE PACKED WITH MORE OFFERS.' 
REASE«&>CMfiaTDASKPCKrOURffgSOF?W>MiEV^ 

2 Good 2 Be True Bundle. £26.99 

3D Ultra Mini Golf.£13.99 

3D Ultra Pinball 3.£18.99 

3 Mega Games: Wing Commander 4, Privateer 2 & 

Crusader no Regret. £18.99 

3rd Millenium.£29.99 

688i Hunter Killer.£29.99 

7th Legion.£17.99 

Actua Golf 2.£25.99 

Actua Ice Hockey.£25.99 

Actua Soccer Club Edition.£9.99 

Actua Soccer 2.£25.99 

Addicton Pinball.£19.99 

Age of Empires.£33.99 

AH64-D Longbow 2.£29.99 

Air Warrior 3.£24.99 

Amiga Emulator CD (100s of Amiga games)£14.99 

Apache Longbow & Hind Double Pack.£14.99 

Armoured Fist 2.0 (Win '95).£29.99 

Army Men. £28.99 

Atlantis. £29.99 

Atomic Bomberman £17.99 

Back TO Baghdad £17.99 

Baku Baku Animal £16.99 

Balls OF Steel.... £21.99 

Battle Isle 4 - Inc ubation £21.99 


Bust A Move 2.£16.99 

Capitalism Plus.£19.99 

Carmageddon.£12.99 

Carmageddon Splat! Pack.£13.99 

Cart Precision Racing (Microsof).£33.99 

Castrol Honda Superbike World Championship ..£27.99 

Catz2.£17.99 

Championship Manager '97/'98.£17.99 

Chessmaster 5500.£27.99 

CiviusATiON 2 + Sehlers 2 + Sim City 2000 £19.99 

Civilisation 2 Data Disk; Fantastic Worlds.£13.99 

ClANDESTINY.£7.99 

Close Combat 2: A Bridge Too Far.£33.99 

Cluedo.£18.99 

Colin McRae Rally. £LOWEST - CALL 

Combat Chess.£19.99 


Microsoft Flight Sim '98 . 

. £39.99 

Microsoft Southern Caufornia Data Disk... 

. £23.99 

Microsoft Fught Sim 5. I A New York + Paris.. 

.£37.99 

Scenery Disk 6.0 ■ England & Wales. 

.£17.99 

Scenery Disk 5.1 - British Isles I & 2, China . 

. EACH £19.99 

SaNERY Disk 5. 1 - Europe 1 . 

.£29.99 

Scenery Disk 5.1 - Las Vegas/Canada . 

. . . EACH £12.99 

Fught Sim 5.1 Tower. . 

.£39,99 

Fught Sim 5.1 Scenery & Object Designer.. 

.£36.99 

Fught Shop V 2 ■ now for FS 5 . J & FS 6 . 

. £ 35.99 

Fught Sim FSFX V 2 - Contains extra planes, scenery, sounds 

nc FOR FS 5 .I & FS 6 . 

. £24.99 

Boeing/Business Jets/Airbus/Great Airlines . 

...EACH £23.99 

PERFEa Fught 2 Round the World Disk for MS FS 5.14 6 £21.99 

Flying Classics for FS6 ■ fly some of the most signiitcant aircraft 

OF THE 20th Century from a Sofwith Camel to Concorde £18.99 


Command & Conquer. £13.99 

C & C Red Alert CoLLEaoRS Pack.£28.99 

Quench: 1000 extra levels for Red Alert. £5.99 

OR JUST £3.99 IF BOUGHT WITH RED ALERT!! 

Counterstrike - official Red Alert D/^ta Disk.£11.99 

Aftermath - official Red Alert Data Disk.£9.99 



American Civil War Collection - Antihaa^ 

Bull Run, Gettysburg & Shiloh. £23.99 

Napoleon Colleqion - Napoleon in 
Russia, Prelude to Waterloo, Waterloo & 
Age of Sail. £26.99 

The Fouowing are all just £12.99 each!!! 
Antietam, Ardennes, Bull Run, Gettysburg, 
Napoleon in Russia, Prelude to Waterloo, 
Shiloh, Waterloo. 


Incubation Data Disk: The Wilderness Missions. .£14.99 
Battles of Alfxandfr ..£25.99 

Battletech Mechcoaaaaander. 

Battlezone. 

.£29.99 

.£27.99 

Beasts & Bumpkins. 

.£22.99 

Black Dahlia . 

.£28.99 

Bude Runner. 

.£27.99 

BLOOD. 

Bridge Master Classic with Omar Sharif . 

Broken Sword 2. 

.£13.99 

.£29.99 

.£24.99 


Commanche 3.0 Gold.£29.99 

Commandos: Behind Enemy Lines.£27.99 

Conquest Earth.£27.99 

Constructor.£27.99 

Croc.£28.99 

Crusader No Regret.£19.99 

Dark Colony.£18.99 

Dark Earth.£26.99 

Dark Forces 2: Jedi Knights.£27.99 

Jedi Data Disk - Mysteries of the Sith.£16.99 

Dark Omen; Warhaaamer 2.£29.99 

Dark Reign.£21.99 

Deathtrap Dungeon.£28.99 

Depths of Doom Trilogy ■ Doom 2, Ultimate Doom, 

Episode IV & 3000 Master Levels.£15.99 

Diablo.£22.99 

Diablo Hellfire; Official Data Disk.£13.99 

Diablo: The Green Portal Toolkit & Cheat Pack ..£7.99 

Die By The Sword.£25.99 

Die Hard Trilogy.£17.99 

Dogz2. £17.99 

Dominion Storm. £27.99 

DukeNukem3D.. £12.99 

Duke Nukem In The Caribbean.£15.99 

Duke Nukem Kia-A-ToN Colleqion.£23.99 

Dune 2000.£29.99 

Dungeon Keeper.£18.99 

Deeper Dungeons Data Disk for Dungeon Keeper .£13.99 

EA Cricket '97; Ashes Tour.£13 99 

EA Compilation - Ultima Underworld, Ultima 7, 
Shadow Caster, Savage Empire, Wing Commander 
Academy, Populous 2, Mahjong Pro, Space Hulk, 7 
Cities of Gold.£9.99 


Earthsiege 2.£10.99 

Ecstatica 2.£19.99 

Extreme Power Pack 2 Tomb Raider, Z, FIFA '97£17.99 

FI Racing Sim (Ubisor).£27.99 

FI 5 (Janes). £29.99 

F22A.D.F. {TFX3).£23.99 

F22 Red Sea Operations Data Disk. £13.99 

F-18HORNR.£19.99 

FA-18 Korea. £24.99 

Fallout .£24.99 

Fighting Force.£28.99 

Final Fantasy 7.£29.99 

Flight Unlimited 2.£27.99 

Fuppermania - Pro Pinball the Web & Timeshock...£18.99 

Flying Corps Gold.£19.99 

FoRGonEN Realms AD&D Archive - Eye of the 
Beholder 1, 2 & 3, Menzoberranzan, Dungeon Hack + 

7 OTHERS.£19.99 

Formula 1 (Psygnosis) Win '95 & D3D/3DFX....£22.99 

Formuw 1 '97.£29.99 

Forsaken .£27.99 



Fragle Allegiance.£14.99 

Gabriel Knight 2: The Beast Within.£12.99 

Gene Wars.£15.99 

Gex 2. £25.99 

G Police £26.99 

Goosebumps £26.99 

GOOSEBUMPS - ATTACK OF THE MuTANT.£25.99 


0 "' 
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SALES LIMES OPEN: 

^ MON-FRI 9am - 8pm 
' SATURDAY 10am - 7pm 
SUNDAY 1 0am - 4pm 

NO QUIBBLE EXCHANGE POLICY 

IF YOU ARE UNHAPPY WITH YOUR 
PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
(10% OR MINIMUM £4), WE WILL 
SWAP IT FOR ANOTHER ITEM.(THIS 
OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION)*. 

r-Tl ORDER BY CREDIT CARD, CHEQUE, 
LX POSTAL ORDERS OR CASH (PLEASE 
oL-i SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 
SORRY, NO CASH ON DELIVERY. 


0 


0 


0 


ORDER WITH CONFIDENCE FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 750,000 SOFTWARE 
ITEMS SUPPLIED SO FAR! 

1ST CLASS DELiVEKY FREE OF 
CHARGE TO U.K. MAINLAND. WE 
PROVIDE THE FASTEST DELIVERY 
SERVICE AROUND: 1-3 WORKING 
DAYS MAX ON STOCK ITEMS. (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DELIVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK). 

I ODD'S OF TITLES AVAILABLE. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR N64, SATURN 
& OTHER CONSOLES AND CD ROM 

OTHER COMPANIES MAY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CREDIT CARD WILL NOT BE 
DEBITED UNTIL YOUR ORDER 
IS DESPATCHED! 



QUAKE 2.£26.99 

Quake 2 Deathmatch .£14.99 

QUAKE . £12.99 

MAiJCz(omaAL add-on) £11.99 

Quake TOOLKIT . £12.99 

Scourge of Arjmagon . .£12.99 

Shrak! . £9.99 

DissomnoN OF EiERNnY...£12.99 


Grand Prix 2.£17.99 

Track Pack for Grand Prix 2.£14.99 

Grand Theft Auto.£26.99 

Guts N Garters.£16.99 

Hardball 6.£29.99 

Hardwar.£25.99 

Harvest OF Souls.£14.99 

Heavy Gear.£28.99 

Heroes of Might & Magic 2 & Data Disk bundle£24.99 

Hexen 2.£17.99 

Holiday Island.£21.99 

Ian Botham Cricket.£19.99 

iF22 Raptor.£26.99 

Ignition.£16.99 

Imperium Galactica.£9.99 

Incoming.£27.99 

Independence Day.£14.99 

Industry Giant.£27.99 


£ 19 . 9 ^. 

WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER 15 DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 


International Cricket Captain.£23.99 

Interstate 76.£9.99 

Ipanzer 44.£26.99 

I War.£28.99 

Jack Nicklaus5.£21.99 

Jazz Jack Rabbit 2.£19.99 

Jetfighter3.£19.99 

Jo Guest Love Bytes.£16.99 

Joint Strike Fighter.£27.99 

Journeyman Project 3.£28.99 

Kings Quest Coll 1-6.£15.99 

Lands of Lore 2.£23.99 

Lego Island.£23.99 

Leisure Suit Larry 7.£25.99 

Leisure Suit Larry Casino.£17.99 

Lemmings Paintball -f No More Lemmings + Lemmings£1 2.99 

Links LS '98.£27.99 

Links Courses: Valderama/Oakiand/Davis Love/Etc. £16.99 

LiniE Big Adventure 2.£15.99 

Lords of Magic.£25.99 

Lords of the Realm 2 Royal Edition.£25.99 

Lucas Arts Archive Vol 3 - Dark Forces, The Dig, 
Monkey Island 1 & 2, Full Throttle, Afterlife ...£27.99 

Lula-The Sexy Empire.£19.99 

Ml Tank Platoon 2.£29.99 

ManxH.£23.99 

MDK.£12.99 

Megapak 9 - Civilisation 2, Interstate 76, Destruction 
Derby 2, Discworld 2, F22 Raptor, Jack Nicklaus 5, Pro 

Pinball Timeshock, Admiral Sea Bahles.£27.99 

Men In Buck.£16.99 

Micro Machines 3.£20.99 

Microsoft Golf V3.£13.99 

MiCROSOF Return of Arcade - Pacman, Pole Position, 

Dig Dug and Galaxian!! (Win '95 only).£1 7.99 

Might & Magic 6.£27.99 

Monkey Isund 3.£26.99 

Monopoly.£30.99 

Monster Trucks.£18.99 

Monster Truck Madness 2.£33.99 

Monty Python Double Pack.£22.99 

Moto Racer & Need For Speed 2.£23.99 

Motorhead.£24.99 

Muppet's Treasure Island.£17.99 

Myst.£18.99 

Myth: The Fallen Lords.£24.99 

NASCAR 2.£17.99 

NBA Action '98.£24.99 

NBA Live '98.£29.99 

Network Q Rally.£13.99 

NFL Madden '98.£29.99 

NHL Hockey '98.£29.99 

Nuclear Strike.£24.99 

Oddworld: Abe's Oddysee.£19.99 

Operational Art of War.£26.99 

Outlaws.£27.99 

Outwars . £33.99 

Pacific General £22.99 

Pandemonium 2 £26.99 

Panzer General 2 £26.99 

Pax Imperia 2: Eminent Domain.£16.99 

PGA Tour Pro.£17.99 

PGA Sawgrass Tour '96 Disks.£12.99 

Pga Nippenburg Euro Data Disk.£6.99 

Phantasmagoria 2.£19.99 

POD Gold (Includes extra tracks).£17.99 

Police Quest Colleqion 1-4.£21.99 

Politika (Tom Clancy).£24.99 

POSTAL.£17.99 

Premier Manager '98.£15.99 

Quake Resurrection: Quake, Q Zone & Malice ..£16.99 

Quake 2.£26.99 

Quake 2 Data Disk: Juggernaut.£14.99 

Rayman Gold.£18.99 

Red Baron 2.£22.99 

Resident Evil - 3DFX version.£22.99 

Resident Evil - Power VR version.£22.99 

Rising Lands.£25.99 


Risk.£19.99 

Riven (Myst 2).£24.99 

Scrabble.£27.99 

Sega Touring Cars.£28.99 

Sega Worldwide Soccer '98.£27.99 

Sensible Soccer World Cup '98 Edition.£24.99 

SEnLERs2GoLD.£18.99 

Settlers 2 Mission Disk.£13.99 

Seven Kingdoms.£26.99 

Shadows of the Empire.£27.99 

Shadow Warrior.£14.99 

Shanghai Dynasty.£19.99 

Sid Meier's Gettysburg.£28.99 

Sierra Sports: Golf/Baseball '98/Ski Racing.each £22.99 
Sim City 2000, Sim Town, Marty & Trouble with 

Cheese and Pinball '95.£18.99 

Streets of Sim City.£28.99 

Sim Copter.£18.99 

Sonic 3D.£21.99 

Speccy CD '97 (3000 Spectrum & C64 games) .£14.99 

Starcraft.£28.99 

Starcraft Data Disk: Stellar Forces.£13.99 

Starcraft Data Disk: Insurrection.£22.99 

Starship Titanic.£30.99 

Star General.£24.99 

Star Trek: Captain's Chair.£26.99 

Star Trek Encyclopaedia.£26.99 

Star Trek Generations.£14.99 

Star Trek Omnipedia.£14.99 

Star Trek: Star Fleet Academy.£25.99 

Star Wars Monopoly.£30.99 

Star Wars Supremacy.£28.99 

Steel Panthers 3.£25.99 

Team Apache.£27.99 

Test Drive 4.£19.99 

Tex Murphy Overseer - Under A Killing Moon 2 £12.99 

Theme Hospital.£16.99 

The Golf Pro.£26.99 

Tie Fighter V X Wing.£23.99 

Tie Fighter v X Wing Disk: Balance of Power.£13.99 

TOCA Touring Cars.£21.99 

Tomb Raider.£13.99 

Tomb Raider 2.£28.99 

Total Annihilation.£18.99 

Total Annihilation Disk: Core Contingency.£18.99 

Total Heaven: Civilisation 2, Sim City 2000, 

Settlers 2. £22.99 

Total Racing: Screamer 2, Need for Speed 2, 

International Rally Championship. £22.99 

Total Sport: Links LS, Sampras Tennis, FIFA '97 .£17.99 

Ultima Collection.£29.99 

Ultima Online.£32.99 

Ultim@te Race.£19.99 

Ultimate Soccer Manager '98.£23.99 

Unreal .£ 27.99 

V Rally.£26.99 

VirtuaCop2.£19.99 

ViRTUA Fighter 2.£28.99 

Virtual Pool 2.£19.99 

VR Powerboat Racing.£22.99 

WaRCRAFT 2 + 50 EXTRA levels + HINT BOOK..£22.99 

Warhammer: Final Liberation.£25.99 

Warlords 3.£22.99 

Wing Commander Prophecy.£29.99 

Wipeout 2097 .£22.99 

World Cup '98.£29.99 

World League Soccer '98.£28.99 

World Rally Championship (Network Q 2).£15.99 

Worms 2.£19.99 

X Com: Interceptor.£28.99 

X Files: The Game ... ....£33.99 

X Files: Unrestriqed Access.£18.99 

Zqri^rand Inquisitql ....£26.99 
























































































































































































































































































































OUALITY! SEKVIW 


IE OF THE LARGEST SUPPLIERS 
RE IN THE COUNTRY TODAY!! 


BUDGET GAMES 



llTH Hour + 7th Guest.£13.99 

3D Lemming" £11.99 

3D Ultra Pinball £10.99 

AIOCuba.. ..£9.99 

Armoured Fist £10.99 

Ascendancy.£9.99 

Broken Sword.£9.99 

Cannon Fodder 2 + Dune 2.£13.99 

Caesar 2.£9.99 

Caesar's Palace.£9.99 

Catz.£8.99 

Championship Manager 96/97 .£9.99 

Chessmaster 5000.£9.99 

Chronicles of the Sword.£8.99 

Civilisation. ..£9.99 

Creatures. £11.99 

Crusader No Remorse £12.99 

Dark Forces.£12.99 

Desert Strike & Jungle Strike.£12.99 

DESTRuaiON Derby.£13.99 

DESTRuaiON Derby 2 .£13.99 

Discworld or Discworld 2.each £13.99 

Dogz. ....£8.99 

Doom 2. .£11.99 

F22 Lightning 2.£9.99 

Fade to Black.£9.99 

Fatal Racing. .£12.99 

FIFA Soccer '97.£9.99 

FIFA Soccer Manager .£13.99 

Final Doom. ...£9.99 

Fught of the Amazon Queen.£9.99 

Flight Unlimited (DOS) ...£9.99 

FullThrohle. .£12.99 

G-Nome.£7.99 

Heretic: Shadow of the Serpent Riders.£11.99 

Holmes 2: Rose Tahoo.£13.99 

Jonah Lomu Rugby.£11.99 

Kings Quest 7.£9.99 

Leisure Suit Larry 6.£10.99 

Lemmings 1&2 .£14.99 

Lighthouse. ..£13.99 

Links LS.£11.99 

Little Big Adventure.£9.99 

Magic the Gathering (Microprose).£10.99 

Marble Drop.£6.99 

Masters Of Orion 2 .£10.99 

Mech Warrior 2.... .£10.99 

Micro Machines 2 Special Edition.£9.99 

Monkey Island 1 & 2 .£13.99 

Mortal Kombat 3.. .£12.99 

Mutant Penguins .. ...£6.99 

Need For Speed 2 Special Edition ..£13.99 

Pete Sampras Tennis .£11.99 

PGA European Tour . £ 13.99 

Pinball'97. .£12.99 

Pirates! Gold. ...£9.99 

Police Quest SWAl ...£9.99 

Power, Corruption & Lies - Dune 2, Beneath a 

Steel Sky, F-14, UFO.£9,99 

Privateer 2; The Darkening.£13.99 

Psycho Pinball.£11.99 

Puzzle Bobble. ....£9.99 

Railroad Tycoon Deluxe ...£9.99 

Rebel Assault 2. .£12.99 

Redneck Rampage... ...£9.99 

Return to ZoRK. ...£7.99 

Road Rash. ..£12.99 

Sam & Max Hit The Road + Day of the Tentacle£ 13.99 

Scorcher.£9.99 

Screamer.£9.99 

Creamer 2.£9.99 

Shanghai.£9.99 

Silent Hunter.£9.99 

Sim Tower.£7.99 

Space Hulk 2: VOTBA.£10.99 

Star Trek: Next Generation A Final Unity...£10.99 

Super EF2000.£12.99 

Super Puzzle Fighter 2.£9.99 

Super Tetris.£9.99 

Terminal Velocity ...£9.99 

Terranova. .£10.99 

The Dig.... .£10.99 

Theme Park.£9.99 

Tie Fighter CoLLEaoR's CD.£12.99 

Time Commando.£13.99 

Top Gun.£10.99 

Transport Tycoon & World Editor.£9.99 

Ultimas.£13.99 

Ultimate Soccer Manager 2.£9.99 

Under a Killing Moon.£9.99 

US Navy Fighters '97.£9.99 

Vegas Girls.£12.99 

Virus.£12.99 

Warcraft.£16.99 

Warhammer: Shadow of the Horned Rat £9.99 

Williams Arcade Classics.£9.99 

Wipeout.£12.99 

Worms United.£10.99 

X Com: Apocalypse.£13.99 

X Com: Terror From the Deep.£10.99 

XWing Collection + Rebel Assault.£13.99 

Z.£9.99 

ZoRK Nemesis.£9.99 

We else eerff an exfensile 
range of games hint books 
ana other tutorial books. 
Please ring for details. 


PORLING KINPERSLEY 



(ia)3’aphy 

£17.99 


3D Skeleton. £21.99 

Amazing Animals Activity Centre. £21.99 

Ann Hooper's Sex Guide. £26.99 

BMA Family Health Encyclopaedia. £26.99 

Castle Explorer. £21.99 

Children's Encyclopaedia. £26.99 

Childrens Multimedia Dictionary. £21.99 

Chronicle Encyclopeadia of History. £21.99 

Chronicle of 20th Century. £26.99 

Encyclopedia of Nature 2. £26.99 

Encyclopedia OF Science 1/Nature 1 ...each £12.99 

Encyclopedia of Science 2 . £26.99 

Encyclopedia of Space & Universe. £26.99 

History of the World. £21.99 

My First Amazing World Explorer. £21.99 

My First Incredible Amazing Dictionary. £21.99 

Photo Gallery Children, Wild Animals, Dinosaurs, Insects 

& Bugs, Flowers, Classic Cars, Cats, Birds.each £8.99 

Redshift 3. £22.99 

Stowaway. £12.99 

Ultimate Human Body 2. £26.99 

Virtual Reality Bird/Cat.each £12.99 

Virtual Reality Dinosaur Hunter. £21.99 

Way Things Work 2. £26.99 

World Atlas for Windo\ms. £32.99 

Acacia GCSE Revise and KS3 Test for success 


EACH PACKAGE CAN BE CUSTOMISED TO 
SUIT DIFFERENT LEVELS OF ABILITY AND 

A (ALLOW YOU TO SELECT THE APPROPRIATE 
EXAMINATION BOARD AND SYLLABUS. 

1 All are wrihen by PRAaisiNG 
1 teachers. Our most highly 
recommended range of education 

AIDS. 

GCSE Maths, Chemistry, Physics, Biology & 

Geography. each £17.99 

Keystage 3 Maths, Science, Geography each £15.99 

Fully endorsed by Carol Vorderman! 



^ £29.99 ^ £28.99 : r. £28.99 ^ 

DISMEY 

101 Dalmations/Hercules Storybook.each £28.99 

Aladdin Activity Centre.£29.99 

Hunchback of Notre Dame/Lion King Storybook....each £28.99 

Lion King Activity Centre.£30.99 

Magic Artist.£32.99 

Pocahontas/Toy Story/Winnie Pooh Storybook each £28.99 



* £17.99 £15.99 £19.99 

Arthur's Birthday Party/I^uss ABC.each £17.99 

Green Eggs & Ham/Harry & the Haunted House.each £17,99 

Gregory & Hot Air Balloon.£16.99 

Just Grandma & Me .£17.99 

Kid Pix Studio..£23.99 

Logical Journey of the Zoombinis.£19.99 

Maths Workshop.£23.99 

Ruffs Bone.£15.99 

Sheila Rae, the Brave/Toroise & The Hare.each £17 99 

MICROSOFT 

Creative Writer.£16.99 

6eativ£ Writer 2.£24.99 

Fine Artist.£12.99 

Fine Artist Creative Writer Double Pack.£28 99 

Magic Schoolbus ■ Dinosaurs, Oceans or Earth.EACH £24 99 
Magic Schoolbus • Human Body or Solar System EACH £24.99 

Magic Schoolbus Rainforest.£24.99 

OTHERS 



ADI Boo Read & Count 4-5/6-7yrs.£18.99 

ADI Engush & Maths 11-12/12-13/13-14/14-15 .£19.99 
BBC Animals of Farthingwood/Noddy ..each £22.99 

BBC PiNGU.£20.99 

BBC Wallace & Grommit.£16.99 

Europress Games Factory.£26.99 

Europress GCSE Maths/Engush/Physics each £14.99 

Jump Ahead Toddlers.£17.99 

Jump Ahead Nursery.£22.99 

Muppets Treasure Island.£19.99 

Oxford Children's Encyclopedia.£39.99 

Print Artist V4 (Sierra).£17.99 

Print Artist V4 Photo.£21.99 

Simpson's Cartoon Studio.£24.99 

Studyworks Maths ages 14r.£9.99 

Virtual Springfield.£18.99 

Winnie the Witch/A Fish Who Could Wish.each £9.99 

THE 10 OUT OF 10 RANGE 

.liighly-acdaimed collection of ineioensive pockoges aligned to the 
notional curriculum which teaches solely through gome-based activities 
designed to stimulate your children and interest them. 10/10 is the 
UK's leading supplier of software to schools. Ail CD Rom or 3.5" disk. 
Choose from Early Essentials (3-7 yrs), Junior Essentials (5-11), Maths 
Number (8-16), Maths Algebro(6-U , Maths English 6-16J,French (6- 
16), German (6-16), Essential Science (5-12). £9.9^ EACH 


HOJWE & REFERENCi 



Microsoft 3D Movie Maker ... 

RRP 

.£49.99. 

OFFER 

£19.99 

Autoroute '98. 

.£59.99.... 

.£50.99 

Autoroute V5 UK & Ireland... 

.£59.99. 

£29.99 

Onemania '97. 

.£49.99... 

. £18.99 

Creative Writer & Fine Artist .. 

.£59.99.... 

. £28.99 

Dangerous Creatures. 

....£29.99.... 

. £10.99 

Encarta World Atlas '98. 

.£49.99.... 

£39.99 

Encarta'96. 


.£17.99 

Encarta '98 Standard. 

.£49.99.... 

.£39.99 

Encarta '98 Deluxe. 

....£79.99.... 

.£62.99 

Money '98. 

.£29.99.... 

.£24.99 

Office '95 Standard V7. 

...£199.99... 

.£69.99 

OPFirF '97 Pro. 

^499.99.... 

. £199.99 

Plus (For Windows'95). 

.£49.99.... 

.£35.99 

Plus FOR Kids. 

.£19,99.... 

.£17.99 

Publisher '95 Deluxe. 

.£99.99.... 

.£39.99 

Student Office '97. 


.£119.99 

CTIinFMT PlIRIKMFD . 

.P49.99... 

.£39.99 

Student Visual Basic/Visual C++. 

.£119.99 

Student Win '95/Workstation£59.99... 

.£52.99 

Student Works.. 

.£49.99... 

.£39.99 

Windows '98. 

.£99.99.... 

.£75.99 

Wine Guide.. 

.£49.99... 

. £10.99 

Works V4 + Money '97. 

.£79.99.... 

.£32.99 


Corel Draw 4.£16.99 

ENacLOPAEDiA Britannica. £104.99 

Family Tree Maker V2.£16.99 

Kai's Power Goo. £29.99 

Mavis Teaches Typing V8.£23.99 

Ordnance Survey Map of Great Britain. £13.99 

Oxford Interactive Encyclopaedia. £19.99 



^ : £14.99 

CLiANSWEEP '97. £32.99 

First Aid '97 for Windows '95. £18.99 

First Aid '98 for Windows '95. £26.99 

First Aid Deluxe '97 for Windows '95. £32.99 

First Aid Deluxe '98 for Windows '95. £40.99 

Hurricane '98. £14.99 

McAfee VirusScan V3. £24.99 

Norton Utilities V2. £22.99 

Nuts & Bolts. £34.99 

That's What I Call Help! • First Aid '97, Norton 
Antivirus, Windelete, Powerdesk, Handyman £39.99 





Berlitz Think & Talk Range 
French/German/Spanish/Italian 
orJapanese....Each £24.99 

Language Assistant (Transutos) Easily translates documents 
FROM OR INTO FRENCH, GERMAN, SPANISH OR ITALIAN...EaCH £19.99 

FI SIM 
COMPACT 
WHEEL 

Hand-stitched replica 
FI 10" steering wheel 
, self-centering and 
torque action. Gear change functions on 
steering column, 2 programmable 
buttons. Durable plastic pedals. £72.99 



TOP DRIVE 
STEERING WHEEL 

complete with working gearstick and foot pedals 

ALSO HAS 9 BUTTONS ON THE STEERING WHEEL WHICH CAN BE 
PROGRAMMED AS GEARSHIFT OR BRAKE/ACCELERATOR/FIRE, ETC. 

Suitable for use with au driving games 

PLUGS INTO ALL 

STANDARD JOYPAD PORTS - NO SPECIAL HARDWARE REQUIRED 

SPECIAL OFFER!! 

BUY A TOP GEAR 
STEERING WHEEL 
AND GET £2 
OFF ANY 
DRIVING GAME 



0113 234 0444 

SALES HOILINES (7 days a week) 

0113 234 0999 

TECHNICAL SUPPORT (Mon ■ Sal) 

0113 234 0666 

CUSTOMER SERVICES (Mon ■ Fri, 9-6) 

0113 234 0770 • Gameplay FAX 

email: GameplayUK@apl.com 


.JCY&frCKS & PADS 


CH Flightstick Pro Joystick.£49.99 

CH Throttle Pro.£94.99 

CH Virtual Pilot Pro.£77.99 

CH Pro Pedal.£77.99 

CH Force Feedback FX Joystick.£114.99 

CH Game Card.£25.99 

CH Gamestick Joystick.£21.99 

CH F-16 Fighter Stick.£94.99 

CH F-16 Combat Stick.£61.99 

CH Racing Wheel.£47.99 

CH Racing System.£82.99 

Gravis Grip 4 Way Adaptor & 2 Pads.£69.99 

Gravis Analogue Pro Joystick. £19.99 

Gravis Gamepad.£16.99 

Gravis Gamepad **Pro’*.£22.99 

Saitek Megagrip 8 Joystick.£8.99 

SuNCOM F-15E Talon.£44.99 

Suncom F-15E Raptor.£29.99 

Suncom G-Force Plus Yoke.£34.99 

Suncom FS Throttle.£89.99 


Sidewinder ‘Precision* Pro . £46.99 

Sidewinder Force Feedback. . £109.99 

Microsoft Sidewinder Gamepad . £24.99 



. . bPUnER CABLE with A DIFFERENCE! 

- Compatible WITH Win '95 AND DOS AND 
I AIL joysticks/pads, THE AlFA TWIN ALLOWS 2 
"■ eU 99^ 1>™CES TO K CONNEQED TO ONE JOYSTia 
c. PORT. Can be Daisy-chained to allow up to 

4 SIMULTANEOUS DEVICES. 7fT LONG LEAD. 


THBUSTMASTER PRODUCTS 

Thrustmastei T2 Steering Assemrly 

Comes with Steering Wheel, Gearstick + Pedals 
RRP £99.99 OUR price £89.99 
Thrustmaster GPI Steering Wheel 
Bonus Pack - Now includes Network Q Rally, X Miles 
& Power FI II RRP £79.99 OUR PRICE £48.99 
Maximise performance & responsiveness with a 
Thrustmaster ACM Game Card. ....£26.99 



F-1 6 FLCS Joystick- Features Four 4-way hats, 

3 Buttons, Dual Stage Trigger & Paddle Switch . £109.99 

F-16 TQS iHRonii - True Replica of F-16 Throttle Quad-rant 
System. Features Targeting Cursor Control, Two Dials. 

Two 3-position switches & 4-way radio switch . £109.99 

F.22 Joystick . £129.99 

X Fighter Joystick. £38.99 

RCS Rudder Control. £109,99 

Thrustmaster Mk2 Weapons Control. £89.99 

Top Gun Official Joystick - 4 Way Hat 
Switch, Weighted Base, 3 Beveled Buhons, 

Quick Acton Trigger and Thrustmaster 
quauty and dujiabiuty! All for .. .£29.99 
Top Gun Joystick + Top Gun game (by 
Microprose). £38.99 




saitek joysticks 

X36FUGHTST1CK& Throttle Pack 

Unarguably the best bundle 
available! Excellent reviews from 
ALL magazines, EVERY FEATURE 
conceivable - CALL FOR MORE INFO 

£82.99 


Brilliant new concept in games 
CONTROL allows YOU TO PLAY AND 
MASTER complex GAMES MORE EASILY. 

Simply touch the piqure to 

CONTROL THE GAMe! FuLLY 
PROGRAMMABLE, 8 WAY THUMB PAD 

£35.99 




NEW Megapad MX632M 

8 BUnONS, INDIVIDUAL TURBO AND AUTO¬ 
FIRE SELEa, LED, Auto-caubrating, IS Pii 

£14.99 


Saitek Acemaster 18 

4 MICROSWITCHED fire BUnONS WITH 
TURBO-FIRE, HaT SWITCH, SEPERATE 
THROmE LEVER, PROTEIN RUBBER GRIP 

£22.99 

Saitek X36F Programmable Flightstick. £59.99 

Saitek X35F Throttle Rudder System. £39.99 



Space Orb 360 £39.99 



for more info.... 

In REAL-LIFE, you don't think about 
HOW to move... you just do it. 
Shouldn't it be the same in your 3D 
games? Break the barrier of clunky 
linear 2D keyboard, mouse and 
joystick play with full-blown 6-axis 
360° control in any and every 
direction. Perform outrageous combo 
moves like circle strafes, diving rolls, 
swat moves and the indefensible 
death blossom... moves impossible 
with the keyboard, mouse or joystick. 
Recommended for all 3D games, e.g. 

Quake, Tomb Raider, Forsaken, 
Unreal. This is also the only controller 
directly compatible with all laptops . 



APOCALYPSE POWER VR 

With 

awesome 
power and 
amazing 
effects, 
Apocalypse 
3DX brings 
arcade- 
level 

performance to your P.C. Using PowerVR 
technology from Videologic and NEC this 
cord delivers realism no other gome cord 
con match. Ploy Windows 95 3D gomes at 
the fastest frame rotes with advanced 
lighting, fogging, tronslucency, and shadows. 

Apocalypse 3DX + FIFA 98!£49.99 
Apocalypse 3DX Cord + 2 of the 

following games. £54.99 

FIFA 98, Nightmare Creatures, Virtual 
On, Wipeout 2097 Xl^ Mech Warrior 2 
PowerVR Edition or Moon Racer 
Apocalypse 3DX Card -I- all above 

games . £69.99 

Apocalypse 5D plus . £79.99 

Combines the 3D acceleration of 
Apocalypse 3Dx with the 2D performance 
of GrofixStor 600 Pro to bring o new 
performance standard to single-slot 2D/3D 
acceleration. 

Apocalypse 5D Sonic plus .£99.99 

Combines the 3D acceleration of 
Apocalypse 3Dx, the 2D performance of 
GrofixStor 600 Pro and the sensational 
audio quality of SonicStorm. 

SPEAKERS 

Screenbeat Maxim 12Q 

120 Watts PMPO, 

Surround Sound, 
Loudness Bass System, 
Full Range Tone 
Control, PoYver Supply. 

£ 37.99 



Sscfifiokfisl 

Top ^5 

Sits on any 
monitor, 25W 
Peak Power, 
Bass Booster. 

£ 14.99 


1 


I 



Woofer. 

300W PMPO, Active 
Sound, Dynamic Bass 
Super Woofer, 3D 
Surround, Satellite 
Speakers. Power 

Supply. £64.99 


Item description Price T 



Name:.... 
Address: . 


out this order form and post to: 

Replay, entertainment house, 

C3K>SS OiANCELlOR STREET, L£^ 

Have you ordered before? Yes / No 


POSTCODE:.SIGNATURE: ... 

Tel:.Fax:. 

CashO Cheque □ Postal Order □ CardQ 



£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE* 

£ 

Posloge is FREE for all games shipped wrthin the U K. p 

Optional NEXT DAY DEUVERY ovailoWe; £4.00 for 1 si 

item plus £1.00 lor each subsequent item. A I 

Overoas posloge - £2.50 per software item. 1 V/ 1 

£ 

£ 


Card No. □□□□□□□□□□□□□□□□□□ Exriry Date Issue No. □□ 


Cheques payable to 'Gameplay'. 

Prices may be subject to fluctuation. E & OE. 


UPC(9) 


‘Please note that express cheque clearance does not apply to Building Society cheques. 


“J 

Sent to press 3/7/98 
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ONline 





^ A ~ ' ^ \ 


'A 


Cyberspace 


Mare PG-related gaming home pages reviewed and rated in this mnnth’s Cyberspace. Get that 

Internet cennectinn up and running... 




CUCK FOB MORE> NTEBTAlwntltNT 


0»yiw« ijiA (PC) 

.Mans I I (PC) 

tiM.Ak^:^.(PC) 

I Sjcja Pally rliaiii{>t»f!«l(ip (PC) 

CPC) 

fioiiv Mj filasl (PC) 
ovian#.r!^?,j (PC) 

ViitiM S(^uj4 2 (PC) 

(PC) 


lidvurrsJt- 

Flying off the shelves 
at retail stoves newt 


ISEGARALLVl 


market their PC products, which as most 
of you probably know, aren't of the 
highest quality, with House of the Dead 
being one of the more recent examples. 

Still, with most games developers 
come Web sites to promote their 
products, and here we have Sega PC's 
home on the Web, featuring the usual 
collection of downloadable demos, 
screenshots, cheats and game literature. 

The main screen here points to both 
sections, such as support, press releases 
and also individual titles, of which - 
sadly - there aren't all that many. 


Unfortunately there isn't anything 
too exciting to be found here, unless 
you're really intrigued about the 
company's old releases such as Sega 
Rally and Manx 77. Okay, so there are 
a few details on some of their 
forthcoming games such as Sega 
Rally Championship 2 and Conflict of 
Nations, due out later in the year, but 
not enough to keep you interested for 
more than a minute or so. Some of 
the pages are also not updated 
frequently, which of course puts 
people off visiting again ■ 


A www.segapG.com 

Ithough a lot of attention is 

_ now being put into their super 

console, Sega are still attempting to 


It's what's 
expected of 
Sega nowadays 


EPIL MESASAMES 


li!tp://www.epicgames.CDm/ 


Introduction 


II fter producing what is most 

■■ probably the most fantastic 

first-person shooter to date. Epic 
Megagames are being taken a little 
more seriously and are becoming 
something of a force to be reckoned 
with. Their Web site is currently 
concentrating on Unreal, as well as 
another of their more recent titles. 
Jazz Jackrabbit 2. Clicking on either 
one of these links from the main site 
will take you 
to their own 
home pages, 
which are 
full of all 
the essential 
details and 
downloads 
you'd 


Unreal and Jazz Jackrabbit 2 are 
just a couple of the games you 
can find information on here 




expect. Other smaller and older titles 
- with the exception of 7th Legion - 
have internal pages which are still 
equally interesting. 

Probably the most disappointing 
area at the whole site is the online 
ordering page, which doesn't feature 


the usual pull down boxes or forms. 
You also have to work out the full 
cost of buying multiple products 
yourself, which a lot of sites now do 
automatically, calculating both 
product costs and shipping charges 
to reveal a complete price. ■ 


An average 
developer site 
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Most Racant Updata (Juna 21, 1998) 



Reality: 


Dukt Fotmitr Now to Us* Unnai 
Tachnotogy 




GAMISIICE 


http://www.gamesliGe.coin/ 

I t may look similar to some 
of the best PC gaming home 
pages on the Web, but GameSlice's 
content is not quite what you'd 
expect on first glance. You won't 
discover downloadable demos, cheats 
or charts, but you will, however, 
come across a selection of 
interesting, well-written editorials 
and features, ranging from general 
views on different parts of the games 
industry to in-depth looks at the 



development of 
selected hot PC 
titles. 

The editorials are 
probably the most 
interesting part of 
the site due to the 
fact that you won't 
find them anywhere 
else. The reports on 
selected games are of 
course written only 
for GameSlice, but 
chances are you'll be 
able to find a similar 
article somewhere 
else on the Web 
without too much of 
a search problem. 

Overall design of 
the site has to be credited, and 
navigating around is incredibly easy. 
The main articles are located on the 
main pages, and links to other 
sections such as Feedback and What's 
New can be found on a small link bar 
to the left. Not a site with hordes of 
information on offer, but it's 
certainly quite different compared to 
most gaming pages, which makes it 
well worth a surf ■ 


VERDICT 


GameSlice 
makes a 
refreshing 
change 


PSYCHO GAMER 

hnp://www.psyGtiogamer.GOin/ 


A part from a small selection 
of cheats for games that are 
now getting pretty old {Quake II, Age 
of Empires, Blood), Psycho Gamer is 
game demo resource, but sadly one 
that isn't all that good. 

The main page here features a 
large box in which you will find the 
names of lots of different game 
demos available to download. One 
section is called 'Latest Gamez', but 
features a list of titles which are 
quite dated now, and another is 
named 'Burning Hot', but sadly most 
of the links are dead. 

Finally, 'The List' is an 
alphabetically sorted list of games 
which are meant to be available for 
download, but again, chances are if 
you find one you're interested in, 
you'll be disappointed upon 
discovering yet another non¬ 
working link. 

Basically there's no real point in 
making a visit to this site as there 
are plenty of other home pages 
around with working versions of the 
demos which are meant to be 
available here. Obviously produced by 
a psycho with no intention of 
checking or maintaining his site. ■ 



PSYCHO GAMEK 
QAMEZ 



' Th* complM* lilt or all the garnet 




Gamers with Internet cnnnectinns nften want 
tn dnwninad demns nf the latest games. Sadly, 
here at Psyche Gamer, all ynu’re nffered are 
nid demns and dead links. What’s the use? 


VERDICT 

30 


Old and dead 
links. 
Pointless! 


RED STORM 
ENTERTAINMENT 

www.redstnrm.Gnm 

I t's good to see that 

■ Red Storm's Web site 
isn't similar in quality to that of 
the company's first release, Politika. 

Now the outfit, set up by writer Tom 
Clancy, has a few titles definitely worth 
some attention, including the amazing 
Rainbow Six, reviewed this very issue. 
Dominant Species is their other, along 
with Ruthless.com, a business strategy 
game where users must grind their 
opponents into the ground, using both 
legal and highly illegal methods. You 
can find out about each of these games 
on the Web site, as well as view 
screenshots, download sound bytes, etc. 
A corporate section is available for, 
among other things, getting a bit of 
background information on Clancy. 

The new design of the site is pretty 
impressive, and if for some reason you 
can't find your way around the site, 
simply click on the 'Site Map' link for 
help. Does the job well. ■ 



VERDICT 

Plenty of 
interesting 
content 

d 

0 


The Rainbow Sin area at Red 
Sturm’s Web site Is packed full nf 
useful Infnrmatinn nn the game 
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Ghe (uorld oP PC gaming is changing. R nem hind oP reuoluGionarq CD has heen launched 
and games companies are baching it in Cheir drones. UPC cechno-ace, 

Dane Oibhon, Cahes a Ieoh ac Che Pormac sec Co Cahe oner Che humble CD-Rom. 


T he PC world has just 

witnessed the launch of a brand 
new format. Called DVD or Digital 
Versatile Disc, it offers so much that the 
whole games industry is gearing up to 
develop and launch a plethora of DVD 
games over the coming 18 months. The 
differences between a DVD and an 
ordinary CD are numerous, but the 
benefits DVD offer, mean PC gamers could 
soon begin to see some epic games being 
launched in the not too distant future. 

DVD has been developed over a 
number of years, not by one company 
alone but by some of the biggest names 
in the electronics and entertainment 
industries. A consortium of ten 
companies, namely Toshiba, Thompson, 
Matsushita, Pioneer, Hitachi, Warner 
Brothers, Sony, Philips, JVC and 
Mitsubishi, got together and agreed on 
the spec of this new format. Now the 


force behind DVD has grown so much 
that the consortium now boasts over 
150 members - including giants Intel 
and Microsoft. 

So what exactly is a DVD? Well, 
basically, it looks exactly the same as 
an ordinary CD and it's even the same 
size, but that's where the similarities 
end. Unlike CD-ROM, for example, DVD 
can be double sided. It runs at up to 
ten times the basic speed of a CD and 
can store 17 gigabytes of data: 24 
times more than a CD! 

For the games world, the benefits 
are many. Seven-CD games, like the X- 
Files, could be released on one DVD- 
ROM - meaning less cost for the 
publisher and less hassle for the 
gamer. You can also have multiple 
camera angles in games, giving all 
sorts of possibilities for the future. 

So will DVD really become a force to be 


reckoned with? You can bet your life 
on it! By the end of 1998 hardly any 
new PCs will be available with CD-ROM 
drives - they will all have the latest 
DVD-ROM drives installed as standard. 

Games companies are already 
committing to it in numbers. There are 
already a number of games available on 
DVD-ROM, including Atlantic (Cryo 
Interactive) and Tonic Trouble 
(UbiSoft), and a number of major 
games companies have DVD-ROM games 
in development at this very moment. 
Although CD-ROM games are still 
available and will be for a good while 
yet, within the next 18 months there 
will be definitely be far fewer. 

Although it won't revolutionise the 
games industry in the way CD-ROM has 
done, DVD is all set to make some 
dramatic changes in the fast changing 
world of PC gaming. 


DUD uersus CD-Rom 


Disc Dlameder 
Disc Ghichness 
no. OP Sides 
no. OP Laqers 
Smallest Pit Size 
Grach Pitch 
Laser Ulauelength 
Bit Rate 
Capacitq 

Capacitq (Z laqers) 


DUD 

CD-ROm 

izomm 

izmm 

izomm 

Lzmrn 

One or Gmo 

One or Giuo 
o.H microns 

One 

One 

0.834 microns 

0.1H microns 
6G0/635nm 

03.058 microns 
I80nm 

S.imh/sec 

M Inin 

o.i5mb/sec 

o.BOZgig 

n/n 

lOiO 

ngifl 
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one of these is 
another matter. 

Ulorld's 
First 
Portable 
DUD 
P auer! 






5 ^ ims 


Che creatiue Labs 
PC-DUD encore 


If, after reading our DVD feature, you 
would like to swap your CD-ROM for a 
DVD-ROM drive, you are going to need to 
invest in a good quality DVD-ROM upgrade 
kit. Although there are a number on the 
way, there is currently only one retail 
upgrade kit available in the UK. 
Manufactured by Creative Labs, the Encore 
is an excellent package for anyone 
considering moving into DVD. Retailing at 
£299 (though it's actually on sale for 
much less at many outlets, such as PC 
World), you get absolutely everything you 
need and all in one box. As well as a 
second generation DVD-ROM drive - which, 
incidentally, also acts as a 20x speed CD- 
ROM drive, so all your old CDs are fully 
compatible - you also get an MPEG2 PCI 
card which reproduces amazing full-screen 


video, plus the DVD-player software and 
a copy of Wing Commander IV. 

The Encore, which connects to a 
standard EIDE interface, far exceeded my 
expectations of what DVD can offer. The 
picture quality is absolutely superb and 
setting it up is simplicity itself. One of the 
best features of this particular kit is that if 
you don't want to watch movies on your 
PC, you can hook it up to your normal TV 
and watch everything on there - in fact, 
you even get the cable thrown in! 


Dedicated 
DUD Plaqer 


As well as making sure DVD moves into 
the homes of PC users, another aim of 
the DVD men is to try and get everyone 
to replace their VMS video recorders with 
a dedicated player. Pioneer has launched 
such a device. Called the DV-505, which 
retails at a hefty £449.95, it looks very 
much like a standard video recorder but 
is purely for playing back DVD movies. 

Although the quality is much, much 
higher than anything you can get from 
a normal VMS video recorder, whether 
consumers can be persuaded to 
actually dump their videos and buy 


A DVD can hold up to 135 minutes of 
video, and since most movies are between 
90 and 120 minutes, films are one of the 
main areas for DVD. Although watching VHS 
video is all very well, the picture quality 
can be a bit grainy. Not so with DVD - at 
720 pixels per line, DVD is twice as sharp as 
VHS video. What's more, it can also switch 
between widescreen and normal ratio, so 
you can have the best of both worlds. 

Thousands of movies are already on 
sale, which can be bought at HMV, Virgin 
and Tower outlets, and many more are 
being converted. When you buy a DVD 
movie - which typically retails for between 
£15.99 and £19.99 - the movie will also 


If you like things small, Panasonic now 
have a portable DVD player on the 
market. The DVD-LIO, which weighs under 
a kilo, incorporates a high-resolution 
14.5cm LCD screen and comes with two 
built-in speakers, which can pump out 
glorious 24 bit sound. 

The system features outputs for 
connection to Dolby Digital speakers 
and it can be connected to a standard 
TV/home cinema set-up. The DVD-LIO 
works extremely well and the picture 
quality is first rate. The only bad point 
is the price - a whopping £999! 
Apparently, this is due to the cost of 
manufacturing the small components. 
Until the price drops, I imagine only the 
rich will be splashing out on this one. 


C'lPfOtiieot. — Dv-ios 
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Columbia TriStar. Warner, whose titles retail 
at £15.99, have Batman & Robin and Mars 
Attacks out, among others! Both of these 
feature not just a great movie 
but plenty of other info 
too. Columbia are 
expecting great 
things from their 
newly launched 
Spice World: 

The Movie. 


have a number of extra features. For 
example, most include information on all 
the characters in the movie, trailers, 
director's commentaries, subtitles and 
some have behind the scenes footage too. 

Many of the latest movies to be 
released include a whole host from Warner 
Video and 














Supreme Delbu 
Digital Sound 

One of the most important aspects of 
playing any computer game is the 
sound. Although normally taken for 


granted, sound and music can bring 
games to life, with eerie tunes and 
sounds effects that let you know when 
something nasty is about to happen. 
We've all heard of surround and 3D 
sound, but with DVD comes a brand 
new, supreme system known as Dolby 
Digital. To find out more, I went along 


to interview Rik Ede, Games 
Production Manager at Dolby 
Laboratories, to find out more. 

UPC What is your role at Dolby? 

Rik: As Games Production Manager at 
Dolby, I am a Dolby Digital and DVD- 



0\CuA^Af^ 


One of the most anticipated DVD 
games currently in development is 
from ex-Bullfrog man, Peter 
Molyneux. His first game at his 


we are creating a non-linear story 
which evolves according to player 
actions and DVD also gives us the 
space to do this properly. 


newly formed company, Lionhead 
Studios, is called Black and White. 
Strange name maybe, but, although 
not due for release until Spring 
1999, we reckon this game is going 
to be huge in more ways than one. 
To find out more, I asked Peter for 
his views on DVD and his future 
epic. Black and White. 


UPC: SO, Poter, tell us, what exactly is 
Black and Whne7 


Peter: Black and White is a game set 
in a perfect world, populated by 
thousands of tiny inhabitants from 
various tribes, each with their own 
special qualities and magic. The 
player enters this world in order to 
rule it, and the way this is achieved 
is entirely up to them. However, 
every action the player takes will 
have some impact on the appearance 
of the game, with evil tactics 
resulting in a dark twisted landscape 
as opposed to good actions, which 
result in a gleaming, beautiful world. 


UPC: As Black and White is your first game 
at Lionhead, why did you take the decision 
to make It DVD? 


Peter; Although Black and White will 
not be DVD only, the DVD version will 
enable us to do some pretty amazing 
stuff; particularly with music and 
sound as Black and White has 32,000 
combinational sound effects, so DVD 
will let us really go to town. Also, 


In time the landscape will come to 
reflect the actions and personality of 
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ROM evangelist: my job, on the whole, 
is helping games developers implement 
Dolby Technology into their games. I 
also perform "demo activities" and 
seminars throughout the industry and 
work with hardware companies to 
provide "matchmaking" between 
hardware and software. To date most of 
my activities have revolved around 
educating the masses, through 
demonstration and hands-on experience. 

UPC: What exactly is Dolby Digital? 

Rik: Dolby Digital (formerly known as AC- 
3) delivers six totally separate (discrete) 
channels of sound - left, centre, right, 
surround left, surround right and LFE 
(Sub) - for more precise localisation of 
sounds and a more convincing, realistic 
ambience. The sixth channel, the Low 
Frequency Effects Channel, will at times, 
contain additional bass information to 
maximise the impact of scenes such as 
explosions, crashes, etc. Because this 
channel has only a limited frequency 
response (3 FIz to 120 FIz), it is referred 
to as the "1" channel. When added to 
the five full range channels, the Dolby 
Digital system is known as a "5.1" 
channel sound system. 

All six channels in a Dolby Digital 
system are digital, which means that 
they can be transferred without loss 
from the producer's mixing console to 
your home playback system, but Dolby 
Digital packs all six channels into less 
space than a single channel on a CD. 
Dolby Digital has been used to bring 
you Dolby Digital movies for several 


years, and now, due to the advent of 
Dolby Digital, DVD Video and DVD-ROM, 
you are able to enjoy this unique 
performance in your own home. 

UPC: How can PC users with a DVD drive take 
advantage of Dolby Digital? 

Rik: DVD-ROM drives are now starting to 
be more and more common in home 
computers - already there's an installed 
user base of 2.7 million DVD-ROM drives 
and this figure is expected to reach seven 
million by the end of 1998! We will soon 
begin to see PC home cinema systems 
from the likes of Creative Labs and Altec 
Lansing. The good news is also that you 
don't have to have a six speaker set-up to 
get the benefits from DVD-ROM. Dolby 
Digital is automatically "downmixed" to 
stereo if you just have a pair of 
conventional stereo PC speakers attached, 
or there are various virtual Dolby Digital 
solutions which give an enhanced 3D 
effect of sound coming from the rear. 
Obviously, though, to get the real 
"cinemaesque" sound you will need the 
six speaker solution - and believe me, 
once you've heard it (and felt it!) you will 
never want to live without it again! 
Certainly that is the response I've had so 
far - I haven't yet come across a single 
person that says "I don't like it". 

UPC: Apart from increased space, how do 
you believe games developers will take 
advantage of DVD? 

Rik: Certainly the developers I'm 
working with are not using it for FMV 


PEature 


extravaganzas - which is a relief! Most 
are using its enhanced video playback 
and multiple camera angle features to 
provide some novel applications. In 
terms of audio you can interleave up 
to eight (fourteen if you're clever with 
the bit budget) full Dolby Digital 
streams and seamlessly switch 
between them interactively at 
different cues. As an example, you 
could be mincing around in a cavern, 
with mellow ambient music, then let's 
say you stumble into Mr Alien Weirdo 
and all hell breaks loose - the music 
goes from mellow to manic and 
switches streams. 

Obviously this is just a crude 
example, but you get the picture. The 
addition of alternative audio streams 
could also be used for, say, a commentary 
track. For example, one stream could 
carry spoken hints on how to complete 
the level to move onto the next - a kind 
of interactive cheat if you like. Then you 
could have, say, a rock soundtrack on one 
stream, a techno soundtrack on another, 
a country and western on another or even 
a comedy stream on another, where you 
replaced explosions with farts and lasers 
with children's toy sounds. ■ 
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Hit-makers Psygnosis 
know a thing or two 
when it comes to 
developing 
innovative games for 
new technology. They 
were one of the first 
on the scene when 
the Sony PlayStation 
was announced, and 
now the company 
have shown their full 
commitment to DVD, 
by being the first to announce they were 
developing a game for the format. Lander, 
a unique, huge solar flight adventure game, 
which looks set to herald the start of great 
games for DVD. I went off to interview 
game-god and Lander producer, Matthew 
Gabriel, about Lander and the future of DVD. 



UPC: With lander, did you set out to create the 
first commercial DVD game? 

Matthew: No, although we knew that it 
would be one of the first commercial 
DVD games. 


UPC: Why did you decide to go that route? 


relatively small extra cost involved, we 
decided that even if we wrong in our 
prediction of Q3 '98 being the big DVD 
launch, it would be better to be early 
than late. 

UPC: How loog has lander heeo io developmeot? 

Matthew: Lander began in January 1997, 
so eighteen months. 

UPC: Having so much space at your disposal, will 
lander include more than its CD-RUM version? 

Matthew: The DVD version is different to 
the CD version, in the same way that a 3D 
hardware accelerated version would be to a 
software version. 3D cards allow us to 
implement some extra graphical features 
but the core game would not change. A 
good game is all about gameplay, and I 
know we have that. Everything else 
increases the game's quality, as opposed to 
playability. With MPEG2 and Dolby Digital, 
the DVD version will considerably enhance 
all video and audio in the game, but the 
quantity will be the same. Obviously the 
data size is much greater for video, but 
interestingly much smaller for audio. 


UPC: How far does the game take the use of Dolhy 
Digital music and sound effects? 

Matthew: To the limit. All the audio 
within the FMV sequences is Dolby Digital, 
and all the in game music is in Dolby 
Digital. Many people connect Dolby Digital 
with film sequences only, but it exists as a 
music format independently to the video 
and so can be used to replace CD audio. 
This means that not only do we give the 
player great sound to go with great video, 
but we also give the player 5.1 channels of 
audio whilst playing the game! 

UPC: I understand you have worked closely with 
Dolhy during the game’s development? 

Matthew: Yes. We have a strong working 
relationship with Dolby that has evolved 
through the development of Lander. As this 
is the first DVD product from Psygnosis, we 
decided early on that we needed to use the 
knowledge and experience of Dolby. As you 
would expect, Dolby gives good support to 
all developers of Dolby Digital, but they 
have also proved to very helpful with the 
other aspects of DVD. 

UPC: What are the basics nf the game? 



Matthew: When we were concepting 
Lander, at the beginning of last 


Matthew: Lander is a 90s 3D remake of 


year, we spent considerable 
time researching DVD and 
w came to the conclusion 
V that it was only a 
■ question of when DVD 
would happen, rather 
than if. Considering the 
benefits that DVD offers 
to the user and the 


some of the 'forgotten greats' of computer 
gaming ~ Thrust and Gravitar. For the 
uninitiated, this means you fly a craft 
equipped with numerous thrusters which 
fight against the effects of gravity in the 
game's subterranean and surface 
environments. Sounds odd, but it's a dream 
%o fly “ manoeuvrable yet very different to 
any game-based craft you've probably 
flown in the past ten years. 

Armed with this vehicle you fly 
through 30 plus missions, linked to a 
strong story line which takes you- 
through many of the planets and moons 
of our solar system. The quest? To make 
a big sack of cash, and maybe answer a 
few of the mysteries of the universe in 
the process. 


Matthew: MPEG2 alone increases the video 
to near broadcast quality, far exceeding the 
current CD based technology of MPEGl, 

AVI, QuickTime and so on. Developing for 
MPEG2 only requires that the FMV 
sequences are created with high quality 
video in mind and are rendered out to the 
MPEG2 resolution. 


UPC: The Idea that an artifact is discovered 
and other people are desperate to get hold of 
It sounds very much like the story behind 
Raiders of the Lost Ark. Did It provide some 
of the inspiration? 


Matthew: Not really, we were more inspired 
by films such as 2001, 2010, Outland, etc. 
The 'everyone after the artifact' hook was a 
good way to have the player stumble into 
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the middle of the story, while still giving 
the player character quite a low profile in 
the game world. 

UPC: Being on DVD, how complex a task was D to 
create lamler7 

Matthew: There is a difference between 
developing for a new format and 
developing for DVD. For the Lander tem 
DVD is a new format and so we came 
across a number of new problems that had 
to be solved - the first time is always the 
hardest. Developing for DVD is no more 
difficult than for any other platform, so 
although we hit a few problems on this 
product, the game is still alive and kicking, 
and next time round will be easier. 

UPC: In terms of levels or missions, how large is 
lantter on DVD? 

Matthew: There are 30+ missions in 
Lander, each taking anything between 
fifteen minutes to three hours to complete. 

UPC: What kind of environments will the player be 
able to goide their ship over? 

Matthew: Pretty much every planet and 
moon in the solar system makes some 
kind of appearance, so well have the 
heat of Mercury, the murky swamps of 
the partially terraformed Venus, the 
desolation of Earth (Earth in the game 
world is locked in a nuclear winter). Mars, 
icy worlds such as Europa and Pluto, the 
hot sulphur lakes of lo, airless vacuums 
such as the Moon and even areas inside 
the atmosphere of gas giants, such as 
Neptune. As well as flying over the 
surface of planets, much of the qameplay 


takes place in subterranean environments, 
ranging from natural cave systems to 
massive underground colonies. 

UPC: We’ve heard that as well as Dyrng a ship 
across various planets, the player must also 
negoUate other obstacles such as wind tunnels. 

Matthew: There are all kinds of obstacles 
to encounter in the game, and weVe 
tried to model many of the locations as 
realistically as we can. The wind tunnels 
will usually be part of a colony's air 
supply systems. Listed here are a few 
more of the interesting features you can 
encounter: earthquakes, proximity doors, 
switches, collapsing pillars and bridges, 
lava flows, geysers, lots of massive 
machinery, searchlights, weird stuff, 
teleportation devices, lifts and cranes. 

UPC: Did the use of DVD make this ail 
more possible? 

Matthew: The in-game content is the same, 
regardless of format. 

UPC: How much does the game make use of 
real-time lighting? 


Matthew: Extensively, we've even got 
headlights on the lander for those really 
dark levels. There are also flashing lights, 
floodlights, search lights - all kinds of 
moving light stuff, in fact. 

UPC: R says in the press release that the game 
includes muRiple camera angles, which - as part 
of the DVD capabilRies - allows the player to 
swRch from the FMV sequences and images to 
wireframe graphics from which they have been 
constructed. Why was this included? 

Matthew: I believe that if someone 
spends their well-earned money on a new 
piece of hardware for their PC, then we as 
developers have a responsibility to deliver 
content that maximises the hardware. I 
want people to buy DVD hardware because 
it allows us to develop content that 
delivers more to the player. The multiple 
video angle feature of DVD allows the user 
to seamlessly switch between alternate 
video streams. The most obvious use for 
this feature is to allow the user to view 
the same movie action from a different 
camera angle. We chose to do something 
different though; our intro comes in three 
flavours: full rendered, wire-frame and a 
combination of the two. 

It is a recognised fact that many 
gamesplayers are interested in how games 
are developed and what we are offering 
here is an advanced version of the half 
wire-frame/half render pictures you often 
see in magazines. 

UPC: What do you consider the biggest advantages 
of DVD for PC games? 

Matthew: The audio and visual quality 
offered by MPEG2 and Dolby Digital, 


combined with the increase in disk size, 
are the major advantages but some of the 
lesser known features such as multiple 
video and audio streams may be the key to 
different types of games. 

UPC: The main advantage I see Is that of 
convenience - seven CD games like the K flies 
could he crammed onto one DVD - but can you 
see OVD playing host to better game play and 
larger games? 

Matthew: I agree that DVD is a more 
convenient format for delivering very 
large games on, but there is much 
more to it than that. For large games 
DVD is also a cheaper format because 
the cost of mastering, duplication and 
packaging per megabyte is cheaper 
than CD. Better gameplay is up to the 
developer, but DVD will allow for new 
types of game and much larger games. 
Using the multiple video and audio 
stream feature it would be possible to 
create a truly interactive game, using 
a video with overlaid graphics. Sound 
would play an active part in the 
game, as locations of objects/people 
could be represented with sound only. As 



developers begin to understand and 
use DVD, previously impossible games 
will emerge. 

UPC: One of the main concerns some 
developers have expressed, including Jon 
Hitman, is the cost of creating a game large 
enough to fill a DVD. How much of a problem 
will this be? 

Matthew: It's not a problem because you 
don't have to fill it. The trend will be 
towards bigger games, but many would say 
that CD is restrictive now. 

UPC: The money to pay for specially created 
DVD games has to come from somewhere, so 
do you think we will see huge games but with 
inflated prices to match? 

Matthew: I hope not! Games companies 
are making money from multiple CD 
products now, and considering that the 
cost of mastering, duplication and 
packaging of DVD is cheaper, I don't see 
the need to increase prices. 


UPC: What kind of games do you think DVD will 
play host to in the future? 

Matthew: There's bound to be a number 
of big FMV based games, which is not 
necessarily bad, as long as that's not all 
there is. Initially DVD will enhance the 
quality and atmosphere of current games, 
and in time create new types of games. 
For the developer it's about giving the 
player more, and for the player it's a 
bright future. ■ 
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header's survey 




Help US create tie magazine that YOU want by 
filling in nnr reader’s survey term... 


U weLve months ago, Ultimate PC 
was Launched into the PC 
games market, and thanks to its superb 
price and excellent editorial features, it 
became an overnight success. The launch 
issue of the magazine sold over 75,000 
copies, and it immediately became one 
of the UK's best-selling Leisure 
magazines. Twelve months on, and we're 
still up there as one of the country's 
elite. Many said it couldn't be done, a 
lot said it would never succeed, but it 
has, and it's all down to one thing - 
YOU! You have made the magazine the 
success that it is, and now we're asking 
for your help as we seek to ensure that 
it remains your number one choice. Over 
the next couple of pages you will find a 
reader's survey. We need to find out 
what you like and don't like. What you 
want to see more of and what you want 
to see less off. We want to know what 
changes you'd like to see and why. We 
want to know what types of 
game you Like to read about, 

L which games you like to play and 
^ buy. Please help us with these 
questions by filling out 
gSW the simple 


questionnaire over the next couple of 
pages. Only by helping us understand 
exactly what it is that you like and 
dislike can we make sure that Ultimate PC 
is the magazine YOU want it to be! 

As a token of our appreciation for 
your help, we're offering 20 free 
subscriptions to Ultimate PC for a year! 
To be in with a chance of winning, 
simply fill in the questionnaire and 
then send it, together with your name 
and address, to: 


All completed forms will 
automatically be entered into our 
prize draw, with the first 20 names 
drawn each receiving a year's ^ 
free subscription to the UK's 
biggest, brightest and best 
PC games magazine. So 
don't delay, start 
writing today! ■ 












20 FREE one year subscriptions to Ulthiate PC up for grabsi 

□ year ago Ultimate PC was launched on to the PC games market. At the time it was the brightest, most dynamic PC games magazine on the shelves. 

A year later, we reckon it still is, but as with everything on this planet, it needs to evolve. For us to take the magazine in a direction that you 
want, we need your help! Please fill in the form below and send it back to us so that we can ensure Ultimate PC remains your number one magazine. 


About You 

1. Name 


2. Your age 


o 

under 15 

o 

15-17 

o 

18-24 

o 

25-34 

o 

35-44 

o 

45-54 

o 

55-64 

o 

65+ 

3. O Male 

o 

Female 


4. O ^^arried Q Single 

5. Address 


6. Are you: 

O Unemployed Q Student 
O Employed 

If employed please specify: 

Your job title 

Type of business 

We'd now like to ask you some questions about 
the products you buy and how you spend your 
leisure time: 

7. How often do you buy Ultimate PC? 

O Every month 
O Every other month 
Q Once every now and then 
Q Subscribe 


8. How much do you spend on your computer in 
a year? 

O under £200 Q £201-£500 

O £501-£1000 O over £1000 

9. What would encourage you to buy the 
magazine more often? 

O Two CDs 

O A free book 

O More editorial pages 

O Supplements 

O Nothing 

10. What section of the magazine is most 
important to you as a PC gamer? 

O News 

Q Previews 

O Features 

Q Reviews 

O Tips 

11. Do you have access to the Internet? 

O Yes O No 

12. If yes, how often do you play online games, 
such as Quake II? 

Q Never Q 1-5 hours/week 

O 5-10 O T1 or more 


13. How many times have you visited the 
cinema in the last six months? 

O None O 1“^ 

• O 7-12 O 13-18 

More than 18 (please specify) 

You and Your Computer 

15. What type of PC do you use? 

O Pentium 100 - 166 
O Pentium 200 - 266 (or equivalent) 

O Pentium 300 (or equivalent) 

O Pentium 400+ (or equivalent) 

16. How much RAM do you have? 

17. Do you plan to own a DVD-ROM Drive? 

O Yes O No 

18. Do you own a 3D Graphics Card? 

O Yes O No 

If yes, please specify type: 

19. How many games have you purchased in the 
last six months? 

O None O 1‘3 

O ^-6 O 7-9 

More than 9 (please specify) 
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eader’s survey 



20. How do you decide which games to buy? 

Q Magazine reviews 
O TV exposure 
Q Advertising 
O Word of mouth 
O Playable demos 
Other (Please Specify) 


year FREE subscriptions to Ultimate PC up for grabs! 


The Magazine 

23. What made you purchase Ultimate PC? 

0 Saw it advertised 
0 The promotions 
0 The £3.95 cover price 
0 The demo CD 

24. How many people read your copy of the 
magazine, including yourself? 

01 02 03 040 More than 4 


26. Are there any features you would like to see 
in forthcoming issues of the magazine? 


27. Please mark the Demo CD out of 5 

(l=poor, 5=excellent) 0 

28. Did you have any difficulty locating 
the magazine? 

0 Yes 0 No 

29. How much do you spend on magazines 
each month? 


21. What game genres do you like? 

0 First-person shooters 
0 Flight simulations 
0 Strategy 
0 Adventure 
0 Platform 
0 Racing 
0 Football 
0 Other sports sims 
0 Beat-'em-ups 
0 Shoot-'em-ups 

Fold top down in direction of arrow, do the 


25. Please mark the following features out of 5 

(l=poor, 5=excellent) 

0 Disc Directory 
0 News 

0 On the Drawing Board 
0 Interviews 
0 First Sightings 
0 Previews 
0 Features 
0 Reviews 
0 On-line Pages 
0 Expansion/Budget games 

O Tips 

same with the second fold, then sellotape the I 


0 £2-£5 0 £5-£10 

0 £10-£20 0 More than £20 

30. Which of the following PC games magazines 
do you read? 

0 PC Gamer 0 PC Zone 
0 PC Format 0 PCGW 
Other (please specify) 


31. What other non-PC magazines do you 
regularly read? (please specify below) 


Thank you for completing the Ultimate PC 
Reader Questionnaire. 

Please return your questionnaire in the 
envelope provided. 



Reader Questionnaire 


Rapide Publishing 
1 Roman Court 


48 New North Road 
Exeter 


EX4 4EP 


Please 

attach 

stamp 




















R6S6rV3tiOII FOrin | Please reserve me a copy of issue Seven of PC Strategies at the amazing price of £2.95 

If you wish to receive a copy of pCStPRIBOIBS 
or want to place a regular order for 

'BRITAIN’S BIGGEST PC SOLUTIONS MAGAZINE’, 

then hand this form into your local newsagent. 

pcstrateoies 

pcstratBBiBs 

Name 

Address 


ISSN 1461-3867 Price £2.95 

Postcode Tel: 









































UlTIMATE PC ISSUE THIRIEEN SEPTEMBER 1998 


HVE EIDOS GAMES TO GIVE AWAY, 
IHE SUPIrB final FANTASY VII! 


O ot only have we teamed up with Eidos this month to bring you an 
exclusive CD packed with great demos, we've also conjured up a 
fantastic software competition. We've got ten sets of games to give away to ten 
lucky readers who answer the questions below and send them back to us. Each 
set contains one each of the following: 


An epic RPG that scored 92% in Issue 12 
Ion Storm's gorgeous looking real-time 
strategy title 

One of the leading arcade football sims 
on the PC 

Chart-topping real-time strategy game 
set in the Second World War 
Classic 3D adventure game based upon 
Ian Livingstone's award-winning book 


Final Fantasy VII 
Dominion: Storm over Gift3 


World League Soccer '98 


Commandos: Behind Enemy Lines 


Deathtrap Dungeon 


Q) What's the name of the lead character in Final Fantasy VII? 


Q) Which two sides played in this year's opening game at the World Cup 
tournament in France? 


Q) What's the name of the female heroine in Deathtrap Dungeon? 


To have a chance of winning one of these software bundles, simply answer the 
questions above and send them in to: Fantasy to Reality, UmMATE PC, Rapide 
Publishing, 1 Roman Court, 48 New North Road, Exeter, EX4 4EP. ■ 







10.15am 


2.45am 




Com 


€e> Solution 


This walkthraugh Is the quickest waji to complete the M/es game, 
hut not oecessaril) the most tun. It you take your time ani look about, 
you will find a wealth of detail and X-Files trivia, and probably get a lot more enjnpent out of this 
excellent game. However, fur these cheating swine who just have to do it the easy way, read on. 


Ultimate PC 
Magazine Offices, 


utside night-time shot of an 
Jl"'™ 1 anonymous office building. A 
single light burns in a window, illuminating 
a cross of sticky tape stuck to the glass. 
Outside, a tall elderly man stands in the 
shadows, smoking a cigarette. 

Inside, there is a knock at the office 
door. Gun in hand, a nervous writer 
opens the door. A black man in a dark 
overcoat is standing in the hall. He 
hands the writer a large manila envelope. 

'Take this, read it then destroy it. 

It's all the help I can give you." 

"Where did you get this?" 

"You don't want to know." 

The black man leaves quickly, 
vanishing into the shadows. The writer 
goes back to his desk, opens the envelope 
and takes out a sheaf of typed pages and 
photographs. He begins to read. 


Two missing agents? I smell a rat 


FBI Offices, 

Washington DC 


1 ...^ ake a look at this, Scully." 

_ "What is it? Some 

kind of magazine feature?" 

"Yes, but I think it's also j 
much more than that. I think M 
it's a key, some kind of M-' 

solution to a puzzle, and it 
involves us, Scully. W- 

Whoever did this has our 
names and photographs, J 

and they clearly know a 
lot about us. We have to w. 
find out who did this, and 
also why." 5 

"I don't know, H 

Mulder. It's kind of S; 

difficult to believe." 

"Why's that?" 

"Look at the dates. If ® : 
this is a solution, perhaps 
to a game of some sort, S- 

then somebody has solved *■ 

the puzzle before it was % 

even released to the public. ^ 
My God, Mulder, what are 1 

we dealing with here?" | 

"I don't know, Scully, 
but it's big. You clear this 
with Skinner. I want to read 
the rest of this. It may give 
us a clue to what we're 
dealing with." ■ 




SEPTEMBER 1998 | ISSUE THIRTEEN I UlTIMATE PC 






solution 




If 

Searching on the Tarakan. 





Day 1 (April 2) 
Scene 1 

FBI Field Office, 

Seattle, Washington. 

Walk past Agent Cook and go to your 
office, the first door on the left. Click 
on the chair to sit down. Answer the 
phone on the desk - it is your boss. 
Field Office Director Armistead Shanks, 
asking to see you. Get your badge, 
handcuffs and gun from the top right- 
hand desk drawer. 

Go to Shanks' office, and 
meet Assistant Director Skinner. 

You must ask Skinner 'What case 
were they working on?', 'When were 
they last seen?', and 'Do you have 
their cell phone number?' Also, you 
must ask Shanks 'What about my 
current assignments?' 


Hand your case files to Cook, then 
use your office computer (password 
'Shiloh') to file an APB on Mulder and 
Scully. Go into the meeting room and 
get the lockpick, camera, flashlight, 
binoculars, evidence kit and mobile 
phone from the cabinet on the wall. 

Step into hallway to trigger Skinner 
talking about Comity Inn 

Scene 2 Comity Inn 

(enabled once Skinner has 
mentioned it) 

Show your FBI badge to the front desk 
clerk at the motel, and ask her to show 
you Mulder & Scully's rooms. Search the 
rooms and find Scully's PowerBook 
laptop. Look at the phone to trigger an 
idea icon, then use the icon to get a 
record of outgoing calls from the clerk. 
These include the warehouse number, 
206-555-0182. When you have this, 
return to the Field Office. 

Scene 3 
Field Office 

Trace the warehouse number on your office 
computer. You will find it in the citizen 
database. Then go and visit the place. 

Scene 4 Warehouse 

(enabled when v/arehouse number has 
been traced) 

Use your lockpick to open either the 
main front warehouse door or the 
smaller side door by the dockside. 


Collect a Morley cigarette butt, a .38 
bullet and a blood sample from the floor 
in the centre of the warehouse by using 
your evidence kit on them. 

Go upstairs. Use your night vision 
goggles to find and collect the crowbar, 
then come back down. 

Open one of the crates by the front 
door with crowbar, then collect a sample 
of the black powder from the crate with 
your evidence kit. 

Talk with Skinner, ask him all the 
questions on the list and show him all 
the evidence you have found. 

Scene 5 Wong's Boat 

(enabled v;hen v/arehouse entrance 
movie plays) 

Go out the side door of the 
warehouse, and move towards the 
boat you can now see. 

Talk to the fisherman, Wong. Ask 
him 'Tell me about warehouse', and 
click the 'Fish' idea icon. Go back 
inside the warehouse, then leave by 
the main door to trigger the 
'Following car' sequence. 

Either approach following car by 
forward clicking, or use your camera to 
take a picture of it as it leaves. 

Scene 6 Crime Lab 

Have the blood sample, the black 
powder and the bullet from the 
warehouse analysed by the lab 
technician. Amis. 

Scene 7 Field 
Office 

(enabled after 'Following 
car' sequence) 

Go into the meeting room and talk 
with Skinner. Asking all the available 
questions will trigger Shanks entering 
with a message and Skinner's return to 
Washington D.C. 

Go back to your office and sit at 
the desk to trigger a dialogue with 
Agent Cook. 

Talk to Cook, ask him whatever you 
like. This triggers you putting Scully's 
laptop in the cupboard. 

Scene 8 Warehouse 

(enabled after talking to Cook 
and stashing the laptop) 

Enter the warehouse by using your 
lockpick on the side door. 

Observe some NSA men up to no 
good in the warehouse, then leave. 

Scene 9 Apartment 

(enabled after Scene 8) 

Go to your apartment, find the 
bedroom, and go to sleep by clicking 
on the bed. 


: Is this the 'gun you are looking for, and how did it get here? 
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Note fresh set of fingerprints on the table 
near Astadourian in the wheelhouse. 

Use your mobile phone to call Amis 
about looking at the prints. 

Talk with Astadourian about all the 
items. This triggers Officer Mendoza's arrival. 


Scene 13 

Coroner's Office 

(enabled after Mendoza arrives 
at Tarakan) 


Talk to the coroner, ask her the available 
questions about cancer. Be sure to get the 
bullet which is on the autopsy table. Ask 
the coroner about the Tarakan, then when 
she goes off to report the missing bodies, 
discuss the case with Astadourian. From 
the list of questions you need only say 1 
want to hear what you think'. 


If Astadourian didn't take it, have the 
payroll log analysed by Amis. Have the lead 
sphere and the bullet analysed anyway. 


marked Tarakan' in the cabin and look in 
the cupboard on the right to find several 
plastic jars full of drugs. Go out and talk to 
Astadourian. Use all the idea icons on her 
and then the Harbour Master will return 
with coffee. Talk to the Harbour Master. 


Scene 10 

Field Office (enabled 
after sleeping) 


Scene 15 Apartment 

(enabled after evidence has been 
processed and the case has been 
discussed with Astadourian) 


Mystery and conspiracy 
are never far away ... 


When you arrive. Cook is lying unconscious 
on the floor. Click on Cook to revive him. 

Look in the evidence cabinet for 
Scully's laptop to trigger Cook's 
next dialogue. 

When the phone rings, go into 
your office and answer it. Talk with 
Cook again. 


Scene 12 The 
Tarakan 

(enabled after talking to the 
Harbour Master) 


Get a message about the fingerprints 
you found from Amis on your answering 
machine, then use your home PC to 
download Amis' email and access the 
FBI database to match the 
fingerprints to Agent Cook. 

Talk to Cook when he turns up at 
your apartment a moment later. 


Go aboard the ship and head forwards. 
Find the steps down to the hold, go 
down them then forwards three clicks, 
turn right, go forwards one, left, then 
forwards two, open the wooden box and 
take out the big lead sphere. 

Go back to the steps, then turn back 
around and go forwards two clicks, turn 
right and look down to see some crates. 
Look at the designs on them. 

Go up to the cabin and get the payroll 
log from the open safe in the second room. 

Go to the port side, upper deck and 
see the white shadows on the wall. 


Scene 11 Wong's 
Boat Murder Scene 

(enabled after sleeping) 


Scene 16 
Warehouse 

(enabled after talking with Cook 
at your apartment) 


Show your FBI badge to the police officer 
on the tape line. Talk to the medical 
examiner, then talk to Detective 
Astadourian. Ask her all the questions 
except the sexist one! She then suggests 
searching Wong's boat. Go with her and 
search the cabin. Find an oilskin slicker 


Get into the truck cab on the driver's 
side, (that's the side nearest where you 
start) and get an address out of the 
truck's glove compartment, which 
is on the right of the dashboard. 
Immediately get out of the truck 
cab on the passenger's side and 
watch as it drives off. , 


Scene 17 
Apartment 

(enabled after Scene 
16 Warehouse) 


It's been a long day. Get / 
some sleep / 


Scene 18 
Apartment 

(enabled after 
sleeping) 


The fire on the Tarakan may be more than it seems. What does it hide? 
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Talk with Astadourian when she arrives 
and watch the video tape she has with 
her. Ask her some questions while 
waiting for the tape to rewind. 

If you had the payroll book translated, 
call the crime lab then get fax{es) from 
fax machine, give Astadourian the fax of 
the payroll translation if there is one, and 
of the lead sphere analysis. 


Scene 20 Hauling 
Yard in Charno 

(enabled after talking 
with Astadourian) 


you do get several tries. Still, it's 
probably a good place to do a save. This 
is one of the places where you can get 
Willmore killed. 

Draw your gun. 

Search around and find the shovel, and Click on Cook ('Cover me'), then go 

pick it up. in. Kill all three Russian thugs on the 

Pick up log book on office floor to ground floor, then go up the stairs. At 

trigger Rauch attacking you and top of stairs, turn round and kill the 

Astadourian. When Astadourian finds Russian thug behind you on second floor, 

the bomb in the filing cabinet, use the Kill the Russian thug behind the 

shovel to open the grate in the door boarded up doorway, 

beside the fridge. It's on the left, look Go to third floor and down the back 

down. When you have escaped safely, stairway to Smolnikoffs lair. When Cook 

talk with Astadourian. tells you about the gun, return to first 

floor. Search around until you see crates 

SCGn0 2 1 Ap6.rtlTlGnt with the same design as the Tarakan ones, 

(enabled after talking with See the payroll log, and pick up the gun. 

Astadourian at the Hauling Yard) 

Scene 24 Crime Lab 

It's been a very short day, but go to 

sleep anyway Have the gun you found gun test-fired 

by Amis so he can compare the bullets. 
Day 4 then return to Smolnikoff's Warehouse 

(April 5) 

Scene 25 

Scene 22 Field Smolnikoff's 
* Office Warehouse 

(enabled after sleeping) 

Talk to Smolnikoff, then when Cook 
takes him away, answer Amis' phone 
call on your mobile. 


Scene 19 
Coroner's Of 

(enabled after talking 
with Astadourian) 


Take care searching the 
warehouse. Shoot to kill 


Talk with the coroner 


Enter the meeting room 
and approach Cook to 
trigger Cook's 
preparation for a raid 
on a warehouse. Talk 
with Cook. You can't 
talk him out of the raid, 
so you must go with him. 


Scene 26 Apartment 

(enabled after Ajnis' phone call) 


Move to your answering machine to 
trigger Astadourian's rather indignant 
entrance. Talk to Astadourian to trigger 
a phone call from the mysterious 'X'. 
Then go to sleep. 


Scene 23 
Smolnikoff's 
Warehouse 

(enabled after talking 
with Cook) 

Sorry, cheaters, but there is no 
easy way to do this. However, 


Scene 27 Hangar 

(enabled after sleeping) 
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You will find T in the middle one of 
three rooms off the main hangar. Talk 
with him and agree to do what he 
says. Give him your word when he 
asks for it. When Astadourian turns 
up, talk to her. 

Scene 28 Hospital 


Scene 32 Woods 

Run right, then forward twice. 

Click on the hole under the log to hide 
from the NSA guys. 

Scene 33 
Secret Base 


(enabled after talking with 
Astadourian at the Hangar) 

Talk to the doctor; be nice and answer all 
her questions honestly. Show the doctor 
your FBI badge, then talk to Scully; answer 
her questions honestly also. Show Scully 
your FBI badge. When Scully says That's 
ridiculous', show her the stiletto which X 
gave you. Talk with Scully about the case. 

Scene 29 Kailyard 

(enabled after talking with Scully) 

Climb the pole and use your binoculars 
to see the number on the boxcar. Find 
the boxcar and examine the interior, 
then exit the boxcar. Talk to the 
homeless man to get the videotape. 


Find Mulder ('Scully, I need your help') 
Shoot any soldiers you may encounter. 

Turn on the isolation chamber from 
the switch in the isolation control room. 

Open the isolation chamber doors. 

Open the entry to the blast door 
room from the switch in the central 
control room, then return to the blast 
door room and go to the right when 
Scully says 'claim a direction'. 



Shoot the key guard at the blast 
door and grab his key. 

When the Alien Mulder comes after you, 
run from him in the following fashion: 

Go left twice, straight on, then travel 
straight to the isolation chamber as quickly 
as possible. Run through the isolation 
chamber, turn around and shut the door. 

(The Alien leaves Mulder, enters Cook, 
and Cook forces Willmore to the blast door) 
Throw Scully the stiletto and see 
what she does. 

Day 7 (April 8) 

Scene 34 The End 
and Credits 

This is an FMV sequence which plays 
automatically. You see how your 
investigation turned out, and then 
watch the credits. Good work. Agent! ■ 


"-'c Do you trust Agent Cook? 

- Or do you trust no-one? 

m _ 




Scene 30 Field 
Office 

(enabled after acquiring 
the videotape) 

Put the videotape into the VCR and use 
your computer to frame capture Rauch. 

Use this picture to search the computer 
database for his identity. Exit the computer 
and answer request for a video conference. 
Talk with the Lone Gunmen trio. 

Open the email from Langly to 
enable Alaska. 

Day 6 (April 7) 

Scene 31 
Rauch's House 

(enabled once Langly email read) 

Find Rauch in the loft, open the attic 
and talk to Mulder. Answer the phone 
call from Scully. 

Run away from the NSA goons (go 
right & forward) or you can try and kill 
them to skip Scene 32. 
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High Security Room 


Jb 8^Jg yourstfK^gPiy^iiaiRove 
dark, dank and dangerous world o 


iiiiyiiiii | iniiniiiiii^ — the quarters stays shut, so drop 

You need to head through the hole in throug h the hole in th e floor, 

the ceiling of room one. To either side 
is a tunnel; you'll need to do them 

both, so take your pick. Under the crew quarters is a ring that 

The principle is the same here for meets itself as you go around it. It's jam 

every room; go either way and you'll find packed with fighters, but there's also an 

two doors off a corridor, and inside each extra life pod and a Golden Powerpod - 

doorway is a room filled with pillars. Clear not to mention a key. You can only go 

the room, then find a solar panel lying around it one way, due to turbulence, 

flush against the ceiling (it looks like a ^ — 

crystal spade). Shoot each one to bring dn 

them all on-line. Now go back to room The key that you just picked up lets 

one and go out through the floor, which you through the barrier in one of the 

has now opened, adding a sixth exit. horseshoe corridors. There's a missile 

rn ■iriM~mpmmpg I ■■■ Gatling gun in here, so get into the 

room quickly, where you'll have room 
The floor will give you access to a to dodge the missiles as you destroy 

high security room, out through a the launcher. Inside is a skeleton key 

corridor that looks out on space - which lets you into the locked doors, 

there's heavy opposition, here. If you 
drop through the floor, there's a 

restart point. For now, pop back up Behind these lies another horseshoe 

and go through the doorway to the corridor, at the end of which are some 

right of your entrance. This one holds more powers-ups. Collect them then go 
two pillars with goodies in - including back up to the high security room, 
a Gravgon. There's a big tank down on 

the ground and a gun turret to either P Il M Il^ 

side - leave and go through the Killing foes h eron'll ^ lock a"5oor^J| 

doorway opposite.^^^^^^^ the one that's opposite your initial 

entrance. At the extreme right end of 
the corridor is the switch that releases 
the crystal you saw earlier. 

Now that you've turned all of the 
teleports on, head through the one in 
exit one. 


This level will take you aboard the 
abandoned Mir III space station. Your 
next job? To steal a prototype space 
shuttle that was left behind. First, you 
need to activate all four solar panels to 
bring the station on-line - and that's 
just for starters! Although the stars 
twinkle outside the satellite bay doors, 
you'll be too busy blasting mechanoids 
to look at the view. 

riiiiiiirf T 

Your first room has no fewer than 
five exits. Take them one by one, 
starting off with the teleporter; this 
needs powering up, so you'll have to 
leave it for now. 


In the darK, hearing counts 


Blast the drums behind the teleporter 
to get some' Solaris missiles. If you are 
in exit one, number all the exits 
around this room - starting with the 
one that's to your left - from two 
^ to four. Each one of these ends 
in a barrier, through which you 
r- J can see a teleporter. 


A huge arm rotates at high speed - the 
only way you'll make it around is by 
using Nitros and sheltering in the 
alcoves provided. You really do have to 
do it, though, as the switch to activate 
the teleports is in here. Also, you get to 
pick up the Beam Laser again. 


Destroy the robot and get the gold. 

As you leave along the blue strip 
corridor, the teleporter suddenly 
malfunctions, cutting off any possible 
retreat. Around the first bend, a 
turret on the ceiling will take you by 
surprise. Along here are more fighters 
and ED-209 lookalikes. At the end, 
there is a turning to the right which 
you should take. 


Look out for some more fighters in 
here! There are four exits down here; 
three of the open ones lead to a 
horseshoe corridor, at the end of 
which - in two instances - there are 
powers-ups. The third has one end 
sealed off and the other holds a 
bounty hunter, who you don't have to 
engage. The door in the main room of 


A huge engine, pnssibly in need nf shutting dnwn during the cnurse nf ynur missisn 
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then left up a small ramp. Dodge in and 
out from behind the wall to destroy the 
pulse turret and then destroy the swarm 
that ap^ars u^pn its defeat. 

Small Roam 

As you^enter the small room^there is a 
large door in frol^t of you patrolled by 
a mek-ton. J)estroy the mek-ton and 
then the^two hunters thTt generate. 
When these are defeated the door will 
unlock and a laser will appear in 
middle of the room. 

As you collect this laser 
will appear on the ceilinqi^^^CTfou^, sc 
be ready to spin arounc^ff^Bfroy it. 


I^ou are in need of some power-ups 
head back down to the lower deck and 
^shoot the mines that have appeared. This 
jrill blow a hole in the floor revealing a 
^brm. Destroy this to genomte tl# 
p^^r-ups. Collect all yod need and head 
back up to the deck above. 


Head over to the now unlo^Bd door and 
fly through it into the mai®art of the jp 
shuttle^A shade and two swarms will now , 
appearlSi|i|ttack you mercilessly^^ ^ 
followed by^»itank and a snub bot 
when they are^Ktroyed. Once all of 
these bots are history the exit door will 
unlock and the shuttle cargo will appear. 

Collect your reward for you work and 
head through the door to the transportation 
tunnel to be warped from the level. 


Jheffl^s a teleporter here but it's 
nnoperativopJhere are also some 
■^ghters: they're not. Nor is the tank 
through the doorway on the left and 
guess what; you need to go this way. 


Open the door and get ready for a 
shedload of trouble from the missile turret 
in front of you. Defeat this and a mek-ton 
will generate to defend the area - destroy ^ 
this and the two swarms that follow. 

When they are all in pieces fly on down 
the tunnel and take out the pulse turret 
on the ceiling just past the first bend. 


At the end of the corridor is a core 
spurting electricity. When the flow dies 
down, fly on in. Around the base of the 
core will be some shield powers-ups and 
the exit is near the ceiling on the far side. 
Shoot down the corridor until you reach 
a switch: this clears the shuttle for 
launch. Expect a horde of trouble after 
this! Hang near the rear wall of this 
area and shoot up under the ceiling, so 
the enemy are forced to descend blind 
to come after you. Now head back 
across the core chamber and don't waste 
any time. It's become unstable and 
damages you when you're in the room. 
When you get back to the teleporter in 
room three, you'll see that it's now 
working, so use 


Success. But wait... what has 
happened? Oh no, your presence has 
been detected and instead of warping 
out of the level you have been sent to a 
secure zone somewhere in the facility. 


Don't relax in this room just because 
there are only two bots in here. As soon 
as you destroy them a legz will generate 
in the tunnel leading out of the room, 
but don't worry about it for the minute 
as it poses no real threat yet. A shade 
will also appear in the doorway so 
destroy it and get ready for the levitank 
to generate in the corner of the room. 
With the levitank a burning wreck you 
can now head down the tunnel ■ 

containing the legz. I 


Destroy the pulse cannon hanging from 
the ceiling and follow the tunnel along 
until you encounter a legz. With the legz 
destroyed continue along the tunnel. You 
will now enter a wider tunnel, and as you 
travel along it missiles will fire. You can 
avoid these with a bit of skill and they 
shouldn't be too much of a worry. 


This is where you arrive after using the 
teleporter in room three. The place is 
crawling with fighters but you can just 
ignore them. There's a switch in a shaft in 
the floor. Shoot it and dive through the 
teleporter which will bring you to shuttle 
bay two. Repeat this and you will get the 
message that the docking bay arm has 
been operated. The way out is through the ' 
floor in the shaft of the final switch. Now 
drop down through it and blast away at 
the tank. Missiles will be flying everywhere 
- just speed to the end of the tunnel when 
you get the message that the docking bay 
arm has been locked. That's it! 


Return to the top of the shaft and take 
out the legz that patrols the small u- 
bend tunnel in the wall. Use this tunnel 
to snipe the mek-ton and the snub bot 
on the edge of the drop and then 
collect the ammo they leave. Head 
through the arch into the next tunnel 


Fly into the tunnel and attack the legz and 
the hunter that are waiting. Continue down 
the tunnel until you reach a docking tunnel 
leading to the shuttle. (Nearly there) 


Fly into the shuttle, destroying the | 
legz that patrol outside and shooting 
the barrels to collect a power-up. 
Continue up to the top deck and 
tackle the mek-ton that is guarding 
the locked door. 

Destroy it and fly to the alcove 
opposite the door to activate a switch. 
This will open the door and also 
generate a pulse turret on the ceiling. 


Defeat the shade and the two hunters, 
then the levitank that generates. Once the 
levitank is gone you can head through the 
small door and activate a restart point. 

Defeat the mek-ton and fly into the 
abandoned control room. A snub bot is 
perched at the top of the bank of 


Somewhere in the shuttle port is a craft 
rumoured to be carrying a huge cargo of 
gold bars. The port is patrolled by a 
medium-sized force, but that shouldn't 
pose too much of a problem to an 
experienced bounty hunter like you. 




Choosing the right weapon for 
the right situation is important 


From where you start, a swarm and then 
a hunter will generate in front of you - 
defeat these and a suss gun will appear 
in the alcove in the tunnel. Destroy this 
and continue along to the right and 


Get used to tunneis, as you will be seeing lots and lots and lots and lots and lots and lots of them 
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controls and a shade will fly up from the 
bottom to attack. When these bots are 
destroyed a levitank and two hunters will 
generate to defend the area. Fly through 
the small door by the screen and destroy 
the pulse turret around the corner. Upon 
its destruction the ceiling will collapse 
and a gold bar will be revealed along 
with a swarm. Destroy the swarm and 
activate the red switch to open a secret 
door. Fly back into the control room. Part 
of the wall opposite you will be glowing 
green - shoot this and it will open to 
reveal a tunnel. Fly into the tunnel and 
collect the crystal before destroying the 
guard bots. Fly back to the control room 
and down the passage past the switch 
you just activated. 

Destroy the mek-ton and fly through the 
door in front of you into the square room. 
Gold bars are floating seductively in front 
of you but only collect them if you are 
confident you can defeat the mek-ton, the 
. snub bot, two swarms, two hunter and a 
shade that will appear as the doors to the 
room lock. If you do fight the doors will 
r stay locked until you have defeated all of 
' the enemies. Once they are all destroyed 

I the doors unlock and you are faced by yet 
more danger in the form of pine mines in ^ j 
the corners of the room. 



Tbats right, more tunnels for you 
to explore on your hover bike 


Fly out through the doors and along the 
corridor attacking anything that gets in 
your way until you reach a split in the 
tunnel. Destroy all of the bots around 
this area and the fly down the right 
tunnel. At the end you will encounter a 
guard bot and a pulse turret plus 
various other bots - destroy these and 
head down the slope and around the 
corner to the left. Watch out for the 
hunter that generates behind you. 

In one of the corridor's alcoves is a 
switch to unlock a door a short way 
down the corridor - shoot this and 
head to the door. Fly through the door 


and take out the laser bot patrolling 
the entrance. 

Now destroy the swarms and other bots 
around the corner and continue along the 
path until you come to the cylinder room. 

Fly towards the light given out by the 
cylinder and stop so you are in its 
sphere. From here shoot either the panel 
above you or the one below you to 
collect some more power-ups. 


Corridor 


^ Fly back along the corridor and defeat the 
legz and a shade. Now look for a slightly 
different coloured floor tile and shoot it 
three times - this will then explode to 
reveal a secret area. Inside this area is a 
switch - shoot this and you will receive a 
message telling you that the docking bay 
defences have been deactivated. 


Return to the meta tanks corridor and 
defeat the tank - this will open a 
sparking door. When the door is open fly 
through and activate the restart point. 
Now attack the legz and the two swarms 
that appear after them. 

Fly into the dark room and use you 
weapons to light it up. You then need to 
destroy the laser bot and the mek-ton 
within. A suppressor will then teleport in 
- attempt to defeat this in the dark. If 
you are successful you will be rewarded 
with a pulse turret attacking you - 
defeat this and fly through the opening 
where the turret was and attack the 
snub bot and the shades. 





i A. ^ 




^ S'- 


you through rocket silos and 
decontamination areas. Are you up to 
the task? Yes sir, I am, sir! 




There are two shafts leading from this 
room but one of them ends in a 
remotely locked door. Better take the 
other one then and pick up the Beam 
Laser en route. 


^ Follow the tunnel around until you are 
confronted by a levitank and a pulse 
turret. Defeat these and fly around the 
corner into the docking bay. 

rTil4TTili|iTr[] 

If you look up you will see that the 
entrance to the bay is defended by a 
forcefield of lasers. The ship will then 
try to come through the lasers and will 
be blown to bits. This will allow you to 
collect all of the gold and get the hell 
out of there - with your saddle bags full 
to bursting - through the hole in the 
roof. Well done. 


lEYEl 13 



One of the many annoying ioeked doors you will face during your missions 


From low orbit in space to beneath the 
arid Nevada desert... This is an 
abandoned biological weapons test 
centre and you've come here to get 
Bio-Bombs. You need to collect five 
pieces of a bomb to clear the level. 
They're located around the base, taking 


Take out the Gatling gun lurking at the 
back of the room and then the tank. 
This will unlock the door to your left, 
behind which is a sneaky pink bomber. 




There are two exits over in the right corner 
of the room; one in the floor, one in the 
wall. The wall exit ends in a window, 
through which you can see a huge turbine. 
Go through the floor instead. 

f?i [^f[iTiij n 

Along here is a fighter that, when 
blasted, unlocks a door. This corridor 
leads you into the turbine room that 
you saw before. 


Turn right, taking out both the pink 
bomber and droid. You'll then find 
yourself in a room with two exits. To 
the right is a short tunnel, holding 
power-ups - get these before you go 
through the door. 


Shoot the crates that are piled up over 
to the right of the room, to reveal an 
exit. Follow the corridor until you reach 
a red hall. There'll be a couple of sneaky 
pink bombers lurking in here that will 
attack from either side. 


Take out the tanks, then blast the 
gun turret on the right. There's a 
short shaft in the centre of the floor 
with a barrier across it, which will 
open to allow you to get some gold. 
On the left wall are three alcoves, 
again with barriers, but these will not 
open. On the far wall you'll find a 
. switch - throw it. 


You'll find that if you head back to 
room one, the door in the other shaft 
will now be open. Immediately to the 
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left is another shaft which ends in a 
remotely locked door. 

If you follow the corridor to the left, 
you'll go past another locked door on 
your right. The corridor ends in a drop 
to a locked door, so instead go right, 
from the door that you came in by. 


At the end of the corridor over to the 
right, is a door that's unlocked. Behind 
it are two tanks on a bridge each and 
behind them will be some gold - blow 
them away then grab the loot. The exit 
is low down in the wall dead ahead. 


Killing all the enemies in this room 
unlocks the door ahead. 


Through the doors is a shaft, with 
missiles being launched from the 
ceiling. If you time your drop carefully, 
you can just clear the bottom of the 
shaft before the missile catches you. 

At the bottom is a U-bend that 
points you up towards another missile 
launcher in the ceiling. If you stick 
close to one of the walls (I suggest the 
left-hand one), you can actually sneak 
up past the missile on its way down. 
Another approach that appears to work 
is simply to fly around the outside edge 
of the bend, any time. 


ji:: 

This clear tunnel leads you over a 
cavernous chamber and on into a 
room with a huge trench down the 
middle of it. 


drop your load on him, then. As you 
progress along the subsequent corridor, 
there will be a Gatling Gun waiting 
around the corner; again, use the Trojax. 
There's a laser turret on the ceiling for 
you to get rid of too. 

Around here, there's a couple of 
entrances to a U-shaped tunnel, at the 
end of which is a room with gold and a 
restart point. Continue along the corridor 
and take out yet another Gatling gun. 


When the corridor appears to end, nip up 
over the platform to your left and shoot 
the tank that's there. In the following 
room there is an enormous rocket, parked 
on its tail. When you take out the gun 
that's shooting at you from the top of 
the silo, the rocket will explode unless 
you're extremely accurate when shooting 
the square panel on the ceiling. There's a 
window near the top that holds some 
gold but you can't get at it. 

Make your way through the door to the 
left and then clear another silo and do it 
again - this time, there's a room at the top 
that you can enter and a switch to throw. 


x 




This is where the first part of the bomb is. 
Your presence activates the laser defence 
grid to the right - to deactivate the lasers, 
shoot the radar screen on the left wall 
behind them. If you follow the corridor on, 
around the corner, you can overlook room 
five and pick up the Shield Powerpod. In 
this room is a restart point and at the end 
of the room there's a switch to be thrown. 


The switch has unlocked the first door to 
the left of your entrance to room six. As 
this corridor widens out briefly, offering 
you a power-up, there will be a gun 
waiting to plug you, up on the ceiling. 


The corridor rises up into a room holding 
a fighter and another pink bomber. Get 
them from the shaft, as there's a Gatling 
gun pointed right at you from the floor of 
the room above. When there's only him 
left, pop up over the lip, let off a missile 
and laser combo and duck back down 
before he can hit you. You'll need to do 
this two or three times. There's an exit to 
the left that holds some power-ups, 
including one that looks suspiciously like 
some scuba gear - it's actually a cool 
pyro-power-up that turns your sleek 
PionCycle into a deadly floating flame¬ 
thrower. Beware though; as you draw 
near, a ship will attack from behind. 

When you've picked this lot up, go back 
into the room and up into the other exit. 


Multiple tanks patrol this trench and 
shoot you from the darkness of the tunnel 
and the next room. There's a gun turret to 
either side at the rear of the next room. 
Before you enter, duck into the curve to 
your right and collect the gold. 

In the next room you'll find the second 
bomb part - leave by the shaft to the left 
and go through the doors at the bottom. 


Time for some combat with another 
bounty hunter - shoot straight past him 
and enter the cavernous vault that you 
traversed earlier on, in the hamster 
tunnel. This will give you much more 
room to evade any attacking craft. 


Over on the opposite side to your 
entrance point is a switch. Now you 
need to work your way back to room six. 
The missile strewn U-shaped corner is a 
nightmare now that it's full of enemies. 
The best way to get past appears to just 
be to get stuck in! The door that you 
passed on your right before is now open 
but the chamber beyond it holds a 
Gatling gun, to the right. Select your 
Trojax, charge it up and fire from the 
cover of the corner. Alternatively, use 
the Transpulse and bounce your shots off 
a wall around the corner, without even 
looking at your target. 


i At the bottom of the first drop is another 

The corridor from room ten will have led pink bomber and a tank that seems not 
you up into a room with ED-209. to know how to shoot upwards - best 


At the end of room six, the final locked 
door has now opened up and behind it 
is a horde of tanks, all baying for your 

blood. There's a laser turret between the ** power-up - you’d 

pillars on the right and a gun turret better pick it up, matey boy 

around the bend. 

When you've eradicated them, the 
penultimate bomb part should proffer 
itself to you! If you detour up the small 
corridor to the right, you will also find 
the gold bars that you could see through 
the windows in the rocket silos, stacked 
up in two separate places. So what are 
you waiting for? Take them all! 


As you enter the room at the end of the 
main corridor, you'll come under attack 
from an ED-209 at the extreme right and 
a pink bomber. Don't just go around to 
the right, as there's another Gatling gun 
hidden around the corner, adjacent to 
the corridor - yes, it's Transpulse time! 
When this is clear, visit the area that the 
robot was patrolling to find some more 
gold. Now go down the central shaft. 


As you descend this central shaft a 
decontamination sequence will activate, 
followed swiftly by a well deserved 
restart point. As you reach the second 
left turn, all hell's gonna break loose... 

Don't waste time strafing across the 
mouth of the room and definitely do not 
enter this room; the amassed forces of 
doom will hound you into extinction! 
Load up a Titan and lob it into 
the room and don't forget to 
retire to a safe distance. And if you 
don't have a Titan... Good luck! As 



tf 
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you shoot the outsized door in the far 
wall, it will open for you. 




There's a gun turret waiting for you on 
. the ceiling. After some shock therapy, 

the corridor roof lowers in half, 






Argh, turn on the lights, mum... oh 
sorry, I was hanng a bad dream i 


revealing a restart point. 


nootiiiia, 


This room has three exits but the two 
on either side are locked. There is also a 
laser turret out of reach, behind a 
barrier. The only way out is to blast 
straight ahead, which leads you to a 
room with a switch hidden around a 
bend to the left. The switch opens the 
door that's to your left as you re-enter 
the main chamber - look out as there's 
a Gatling gun secreted just around the 
corner in here. Behind this door is the 
second switch, which opens the third, 
and final, door. This room holds power- 
ups, in addition to a switch that opens 
the barrier to the laser turret - it's not 
as bad as it sounds! 


Past the laser turret you'll find the last 
bomb part, which you can then collect 
after encountering some fairly mild 
resistance. All you have to do now is find 
the exit... Continue along the corridor. 


■There's plenty of opposition just sat in 
here, ready to pick a fight but ignore 
them, as the end is in sight. You need 
to short out the computer bank that's 
over in an alcove on the other side of 
the room - this will then unlock the 
exit door. It's another huge door that 
will open - get through it safely and 
you're home and dry! 


lEVELM 


Tuh-lollock? T'low-loke? It's all a load of 
tlolocs, if you ask me. You desecrate 
holy ground, this time around, by 
penetrating the remains of a long lost 
society. This mysterious setting could 


hold untold fortunes for those who dare 
to defile the inner temple, find the 
crystal then destroy the Avatar. 

This is the final level and as you would 
expect, the difficulty level is ramped right 
up like the side of a skyscraper! Just grit 
your teeth, get stuck in and be prepared 
to fight your way through the opening 
stages of this level, time and again. 




There's a window on the way down here 
but it won't open, so don't take any notice. 
Down at the bottom, there's a sphinx-like 
statue “ hit it to open the door up above. 


There's a gun turret stuck in every 
corner of this room but two can be 
removed from the equation before you 
even commit yourself to the room. The 
exit to the right yields an MFRL. Shoot 
the ceiling tiles to make 'something 
strange' happen: this opens a secret 
area, which you are teleported to upon 
leaving the anteroom. 


In the left corner of the main room 
is a barrier which will open and give you 
an Orbit Pulsar. 




To either side of the door are urns - one 
of them contains a shield power-up that 
you'll soon need. Above the exit corridor 
is a totally useless ledge. The corridor 
here branches but both directions lead 
to the same room, which contains the 
pit of fire... 


The Fire Pit 


Beware of the flames, for they will hurt 
you! Three tanks patrol the perimeter of 
this room and take forever to die. 

There's actually a Beam Laser nestling 
in the flames but the damage you 
sustain retrieving it will be tantamount 
to suicide. There are two broad doors 
but only one of them opens. 


Lasers cross this blue corridor but they 
switch off long enough to let you through 
and pick up gold bar, after gold bar. You'll 
then be brought back to room four. 


Go through the barrier over in the corner of 
the room - you'll get a restart point - and 
drop down. You'll pass through a room 
where the floor will suddenly erupt with 
missiles. There's a big boxy shape protruding 
from the ceiling - if you sidle around it, 
the missile floor won't attack you. 


At the start of the catacombs is 
another restart point. You also get the 
advice that frantic movements can 
attract enemy attentions but killing 
enough swarm activity in the 
catacombs will bring its reward. 

This section can be a bit messy to 
handle, so we'll just split it into 
vague areas. 


As you pass through the door into room 
two, it locks shut behind you, leaving you 
to cope with several fighters and a tank... 
The first thing to do is to shoot out the 
urns to your left, which will reveal a 
Golden Powerpod - you'll need this pick¬ 
up to cut short the ensuing carnage. 

Up above the flat blue square (of water?) 
is a shaft in the ceiling. The barriers will 
open and you'll see a single laser shooting 
up here from a hole in the ground - you 
can squeeze down the side of the laser 
without suffering any damage, to collect 
the golden idol which you need to access 
the catacombs. Be careful that the 
turbulence doesn't push you into the laser. 

Back in room two there are two exits, 
one to either side - take either one as 
they come out in the same place. These 
connect under the floor of room two, 
over a vertical drop. En route, you need 
to blast a barrier to get under the floor. 


Eliminate the few fighters that attack here, 
as the less you have to deal with in a 
minute, the better. It's easy to double back 
on yourself at this point, so stay alert. 


The next bit has a big tank launching its 
mega-missiles from the pit - you can 
hide behind the floor and peek over like 
a sniper. There's a tunnel in the left of 
this pit where another big tank patrols. 
This leads to a laser crossed cavern, at 
the rear of which are Scatter missiles. 
There's also an exit in the roof but the 
barriers there won't open^ 


rTiFraOirFi 


The corridors all meet up behind a 
smaller sunken area, in the middle of 
which should be an extremely handy 
invulnerability power-up. 

Taking care of all the fighters that 
crowd in from all sides can become 
frantic but when it's done, three shield 
power-up icons will then appear in the 
rear sunken area. Shooting both sphinx 
walls to either side of the second 
sunken area gives you a secret 
teleporter that's located over by the 
left-hand sphinx wall. It's activated by 
shooting the tiled wall beside it. 

This area will give you a stealth power- 
up, so you can wipe up any remaining 
enemies in peace. Three weapons pods will 
appear in the front area and the barriers in 
the cavern roof will now open. 


L Catacombs Overviefi 


Take out the first fighters and then 
speed right to the back area to pick up 


UlTIMATE PC I ISSUE THIRTEEN | SEPTEMBER 1998 






the invulnerability power-up. Eradicate 
the fighter swarm, then get into the 
secret area and whilst in stealth mode, 
fly right up to the tanks and quickly 
pummel them into submission. You are 
now clear to enter the cavern. 


Get up to the ceiling in the middle of 
the corridor, pronto. Over to your right 
is a missile wall - you're safe in this 
location - and to your left is a tank: 
get rid of it. Near the missile wall is a 
Golden Powerpod that regenerates itself 
whenever you pick it up. Nice. 

When the corridor meets up at a 
junction, turn left and eliminate the 
three gun turrets on the ceiling. At the 
next junction, turn left again, as the 
right barrier will not lift. 

The barrier rolls back to inflict yet 
another scramble on you. There's wave 
after wave of fighter here and they'll be 
sneaking up on your six as well. The 
trench in the floor will also damage you 
as you fly over it, because twin jets of 
flame lick up out of it from your fuselage 
- fly around this trench, not over it. 

There are some power-ups in the 
right alcove, on the other side of the 
room and the exit is to the left. You'll 
hit a restart point here. 


The large blue column standing in the 
middle of the room is the crystal itself. 
To activate it, shoot the four dark areas 
near the ceiling around the chamber. 
Don't line yourself up immediately in 
front of them, however, as electricity 
will pour horizontally out of them into 
the crystal - even if it's through you! 
Instead shoot from an angle at the side 
and preferably from below. To make 
matters more complicated, though, 
there's a tank circling the crystal and a 
robot hobbling around. They both take 
enormous amounts of punishment. 

L Mii' : '.ii--;: 

You can now descend through the trench 
in the floor, as the flame jets no longer 
bar your way. From the floor above, pick 
off the robot's toes to one side and the 
tank's treads to the other. On one side of 
the trench is a power-up, to the other, a 
tunnel that goes deeper into the ground. 
There's another tank lurking up this dark 
tunnel and as you press on, three 
fighters will attack from behind. 

Electricity stabs down from ceiling to floor 
in here - you can shelter in the alcove on 
the left. The locust headed doors behind 
will fire right at you, so watch out. 

There's a window here, but you 
need to destroy the munitions dump 
to get through it. From this alcove 


you can see three other exits in the 
room: the left one won't open but the 
one at the front on the left leads to a 
power-up room. 

This room is filled with radioactive 
liquid. If you dive down into it to get 
under the beam in the ceiling, you'll 
find gold and sundry power-ups on the 
far side. There's an exit in the ceiling on 
the same side of the beam as the 
entrance. A tank will shoot down at you 
here and there are also two gun turrets 
on the ceiling. 


The shaft will bring you out into a 
waterlogged room. Two tanks await you 
down there, so lure them back towards 
the tunnel, where you can shoot down 
on them. To the right of your entrance 
is an invulnerability power-up - you'll 
need it. Go under the water and down 
the corridor on the far side. 


This brings you to the munitions dump. 
Throw everything at the far end and get 
out while you're immune to attack. 

Pause only to pick up the extra life from 
the detritus of the explosion. You need 
to head back to the laser room and 
through the window in the alcove, 
where you sheltered earlier. Two tanks 
will defend the window. 


This corridor doubles right back 
underneath itself to come out in the 
laser room. The chamber also leads up 
through the fire pit of room two. Grab 
the Beam Laser and head through the 
door which would not open up earlier, 
to enter into the inner chamber. 


When you finally manage to penetrate 
this chamber, do not be lured into it in 
aerial combat or the lasers will slice you 
up. Line yourself up in the middle of 
the room, get a good run up and put 
your foot down. At the far end, wipe 
out the fighter and pull up short before 
the flame jets. There is a brief chance 
to slip through when the flames only 
erupt to one side. 


A restart point - hooray! Two tanks and 
a gert big fighter to despatch but when 
you do, there's a Golden Powerpod 
which will come in reet handy for the 
next room. There's a shaft in the floor 
on the far side of the blue turrets. 


Fighters will attack from each of the 
alcoves around the room. You need to 
hit each alcove here to open the corridor 
leading to the altar in the next room. 



The barrier will seal behind you, locking 
you in to destroy the four tanks that 
will appear, followed by a pink bomber 
and then an evil fire spewing robot that 
descends from the hole in the ceiling! 

The main things to remember are: 
keep on the move, keep circling 
blasting. Dive in to pick up any dropped 
secondary weapons and then use them 
straight away. When they've all been killed, 
head upwards. There's a power-up to collect 
on either side, at the top of the shaft. 


On the other side of the barrier, at the top 
of the shaft, a tank circles a broad pillar - 
pick him off from beyond the barrier. 

When he's gone, open the wide door on 
the other side of the pillar. There's a 
restart point just beyond this door. Good 
job - this is where the real trouble 


Big explosiORS play a large part 
in the game, and rightly so 


There'll be a weapons powerpod just 
lying about, so snaffle it up before 
nemesis arrives. Just compose yourself - 
this is the big end boss and for a dull 
brown barge, he's very tough. Throw 
everything that you've got at him and 
whatever you can borrow, too. 

Beam Laser most as it's 
accuracy, damage and 

As soon as it overheats, yu lu uic 
second option; the Trojax on full charge. It's 
strike rate is lower, so your accuracy needs 
to be that much better to make each shot 
count. It's a matter of resting the laser until 
it's cooled down and then using whatever 
you're next most comfortable with. 

You will need to continuously dodge the 
waves of missiles that he throws at you. 
It's not that easy - there's nowhere to run 
and nowhere to hide, as they say, so it's 
simply a matter of consistently plugging 
away at him staying out of harm's way. 

He doesn't mutate and there are no 
multiple stages: defeat him once (and 
that's enough!) and you have cleared 
the game. 










Some new eheat codes tor Age al [mplres, fomken, Unreal and Mtf Cat ’S8. 
I bet Elenn Reddle wishes he’d bod that last one. 


If you know of any cheats that 
we've missed out, send them to us 
at: Tip the Balance, UmMATE PC, 

Rapide Publishing, 1 Roman Court, 

48 New North Road, Exeter, EX4 
4EP. There'll be a free game for the 
best of those printed. 

Abe’s Oddysee 

Select Level 

To select a level go to the main title 
screen and then hold Shift and press 
DOWN, RIGHT, LEF, RIGHT, LEF, 
RIGHT, LEF and UP on the arrow keys, 


It fires Super Man, Peasants and 
other people instead of rocks! 
Medusa Click on a villager then 
enter the code. When the villager 
gets killed, he will come back as 
a dark rider, then when the dark 
rider gets killed, it will become a 
heavy catapult! 
Pepperoni pizza 1000 units of food 
Coinage 1000 units of gold 

Woodstock 1000 units of wood 


Quarry 


1000 units of stone 


■B 


View Movies 

As with the select level cheat, go to 
the main title screen, hold down the 
Shift key and press UP, LEF, RIGHT, 


■ Armoured Fist II 

_ While playing, hold 

down Backspace and type KYLE. This 
will give you full ammo and fuel and 
fully repair any damage to your tank. 


Army Men 


LEF, right: LEF, RIGHT and DOWN 
with the arrow keys. 


■la 


Age of Empires 

' Press Enter to activate 
chat mode, then type in: 

Diediedie Kills everyone 

Resign Ends the game 

Reveal map Reveals the map(!) 
E=mc2 trooper 

Gives you a nuke trooper 

Photon man 


Press [ESC] then type: 

OCCULTATION - Puts you into stealth 
mode, so the enemy don't know 
you're there until you open fire. 
PYROMANCER - Gives you unlimited 
ammo for flame-thrower. 

PLETHORA - Gives you unlimited 
ammo for second weapon. 
AEROBALLISTICS - Gives a 
complete list of air commands 
(strike, recon, paratrooper). 
INVULNERABLE - Makes your 


Gives you a laser trooper 
Gaia Lets you 

control the lions and elephants 
(Note: once entered, you cannot 
switch back to your men) 
Hari Kari Kamikaze 

Flying Dutchman 

Catapult triremes can travel on land 
No fog Removes fog of war 

Steroids Buildings and units 

are created instantly 
Killx Kill player x (where x equals 
the number of the player) 
Homerun Win scenario 

Big bertha 

Heavy Catapults have greater range 
Big daddy Gives you a rocket 

launcher car at your town centre 
ICBM Ballistas get 100 Range Points 
Hoyohoyo Priests are faster and 
stronger (600 hit points) 
Dark Rain Comp. Bowmen become 
trees and can walk on water 
Black Rider Turns horse archers 
into black riders 
Jackbenimble Click on a Heavy 
Catapult then type in that cheat 


Sarge invulnerable. 

PARALYSIS - Freezes enemies. 
TRIUMPH - Instant win. 

SUCCUMB - Surrender. 

Battlezone 

In single player mode, hold down 
Shift and Ctrl then type in the 
following cheats: 

BZBODY - Unlimited shields 
BZFREE - Unlimited resources and pilots 
BZTNT - Unlimited ammo 

Beasts and Bumpkins 

Cheat Mode 

Type 'KNEELBEFOREME' at any time 
during the game - a sound will 
confirm the cheat mode. 

Press Fll once to enter the edit 
mode and then type in any of the 
cheats below; 

-G - Lots of gold 
-ol03 - For man or woman 
-Olio - For a cow 

-c - To duplicate the last created object 
-Ctrl-F6 - To remove the fog of war 
Press Fll once more to enter the 


Script mode 

Type 'loadmission', then press Enter, 
then the number of the mission to 
load, 1 to 30. 

Press Fll again to exit the cheat mode. 


J Bland 

Press T, type the cheat 


code, then press Enter. 

Bunz All weapons and ammo 


Activates God mode 
Gives you 100 health 
Jumping boots 
Gives you full armour 


Capinmyass 
Clarice 
Funky shoes 
Griswold 
Hong Kong 

All weapons and unlimited ammo 
Kevorkian Kill yourself 

Keymaster Gives all keys 

Mario Level warp 


Chasm 

At the main console, type in the 
following words for the relevant cheat; 
INVISIBLE - Two minutes invisibility 
CHOJIN - Become immortal 

AMMO - Full ammo 

ARMOR - 2007o armour 

FULLMAP - View the full map 

KILL - Kill everything immediately 


Cnmanche Gnid 

Simply press the 'R' key for the Radio 

and then enter the following codes: 

PIGSOINK - Max overkill 

HARMONY - GPS Hellfire 

6969 - Mercenary 

X666 - Kills your team-mate 

IMARAT - Invisibility 

IMACOW - Time freeze 

LOADME - Reload 

FIXME - Fix Damage 


Cnnstructnr 

If the council are doling out too 
many black marks to you, get yourself 
a level two house and make the 
tenants the 'punks'. After a short 
time, the punks will start to complain 
about a hedge and you'll be given 
some more black marks if you don't 
reduce the rent considerably. 

If you do this you'll receive 
some white marks. With this done, 
put the rent back up and then 
wait for them to start complaining 
again. You can repeat this trick as 
often as you like, helping to build 
up hundreds, or even thousands of 
white marks. 


Here are some cheats from Jonathan 
Friel. The following cheat codes are 
for DOS Constructor only. The words 
must be typed in without any spaces 
on the single player or network 
selection screen. Each one must be 
finished by pressing Return. You must 
makes sure that you cannot see any 
words being typed into the screen. 
When successful you will here a beep. 

Once in the game press C and you 
will notice a V sign by the date at the 
top of the screen. This will show that 
the cheats you have entered are now 
activated. You cannot save a game and 
return to it later with the cheats active. 

Speed471 - Allow speed up game in 
network mode 

Worker902 - Allow buying of workers 
at all times 

Gangster822 - Allow converting of 
workers to gangsters 
Weapons473 - Allow buying of any 
weapon for gangsters 
Tenantsl27 - Allow selection of any 
tenants at any time 
Fences673 - Allow selection of any 
fence at any time 

Loans039 - Allow borrowing of any 
amount from the bank 
Estatesl31 - Allow buying of an 
estate without limit 
Houses738 - Allow selection of any 
house at any time 

Build909 - Allow CTRL when placing 
house at any time 
Actions674 - Allow use of 
undesirable action on easy level 
Gadgets337 - Allow manufacture of 
any gadget in gadget factory 
Missions824 - Allow alt I to toggle 
missions on/off 

Complain840 - Allow Alt P and Alt M 
for supplying police and bribes 
Cadets552 - Allow team change in 
single player mode only 
Maps751 - Allow playing of any map 
with any number of players 

Fallout 

If you want to earn yourself 
hundreds of Caps, first go to the 
town called Boneyard. Here you'll 
find a man in a shop who repairs 
weapons and makes ammunition 
and is also loaded with around 600 
Caps Steal these of him and then 
save the game. Now reload it and 
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you'll find the man has got another 
600 Caps. Steal them again and 
keep repeating the trick as many 
times as you like. 



FIFA Road to the 
World Cop ’88 


To activate cheats, go to the player 
edit screen, and enter any of these 
as player names, then go to stadium 
select and press F5. 


JOHNNY ATOMIC 


Player will take a dive and be 
awarded a free kick when you 
double-tap the letter 'E'. 

XPLAY 


Causes a timer to appear at the top 
of the screen. When it runs out, the 
player with the ball and his team 
will fall over. 
EACROCKS Big head mode 

URIOFUS Invisible walls 

DOHDOHDOH Crazy ball mode 

FOOTY 


Makes your player celebrate when 
he gets the ball. Double-tap 'E' 


alBii 

Enter the following 
codes at the start menu, where you 
select the next level. First type the 
word BUBBLES, after which you 
should hear a sound which tells you 
the cheat mode is on, then type in: 
THEFULLMONTY - Activates level 
select with left and right cursor keys 
JIMBEAM - Toggles beam weapons 
cheat. Select laser once for normal 
laser, twice for more powerful laser, 
and a third time for Superbeam 
LUMBERJACK - Toggles missile 
weapons cheat. Select Mug once for 
normal missile, select again for 
spiralling missile, and again for 
bouncing missile. 

lAMZEUS - Toggles god mode (You 
may have to type lAMYEUS) 

To always have five lives, you need 
to get creative with the code. 

Using a hex editor, open 
Forsaken.exe, search for 
83c4085ec3664866, then change 
4866 to 9090. To make the 
enemies easier to kill, find 
Enemies.txt, in forsaken/data, and 
change the setting to Shield 0 

Grand Theft Auto 

Change your name to any of the 
following for the desired result: 
itsgallus - Access to all the levels 
iamthelaw - No police around 
itstantrum - Unlimited lives 
suckmyrocket - All weapons and armour 
itcouldbeyou - 999,999,999 points 
At the character selection screen press 
Delete to change the characters name. 
Type in 'nineinarow' and this will give 
you access to all the levels (like the 
one above). Also, typing in 


'callmenigel' will allow you to get all 
the weapons each time you die and 
restart by pressing Shift and 8. 

When saving enter the following for 
a couple of useful bonuses: 

By a playstation - you got it, it's 
God mode 

World of fish - you will be able to 
access any level 

Heavy Gear 

Hold down CTRL-ALT-SHIFT 
and then type in: 
hesbackandhesgotagun - 
Unlimited ammo 

checkmatein2 - Complete mission 
bedouin prince - Invincibility 

Hexen 2 I 

Press the ~ key to get to the I 
console and then type in any of 
these cheats: 

God - Toggle God mode On and Off 
Give 2 - Gives weapon 2 
Give 3 - Gives weapon 3 
Give 4 - Gives weapon 4 
Notarget - Toggles On and Off 
whether the enemies can see you 
Changelevel X - Changes level 
(Replace X with the level name) 
Restart - Restarts the level 
These should help you complete 
the game. 

Ignition 

Type in the following at the main 
menu screen and you'll hear a signal 
letting you know the cheat has 
been activated: | 

BANARNE - High cars I 

SKUNK - See only wheels 
FILMJOLK - Ignition on acid 
SURMULE - Get all options, and all 
the tracks 

SVINPOLE - Extreme close up 
SLASKTRATT - Get super cars 
Type in any of these cheats at the 
main menu screen and you'll hear a 
noise which signals that the cheat 
has been successfully activated. Type 
the cheat in again if you want to 
turn it off. 

Banarne - Big cars 
Skunk - Just wheels! 

Svinpole - Extreme close-up 
Filmjolk - Psychedelic 
Slasktratt - Get all the cars 
Surmule - Get all the tracks 

Incoming 

At the first options screen for 
Incoming, type in 
NUMBERONEDACRESTREET for a 
menu of cheats. 


2 

Press escape, then type 
the following: 



GOLD Gives you fifty cash 

LIFE Gives you full health 

MAGIC Gives you full magic 

BOX Gives you full boxes with clovers 
CLOVER Gives you full clovers 

SPEED Displays the frame rate 

MEQUA-PINGOUIN 

Gives you a Mequa-Pingouin 

When you are on your Citadel island, 
visit the shop which sells Mequa- 
Pingouins, buy one and release it in 
the shop. The shopkeeper will run out 
screaming, leaving you free to raid the 
cash register. If you then leave and re¬ 
enter the shop, there will be another 
Mequa-Pingouin which you can steal. 
You can repeat this as often as you like. 


■ B Liberation Day 

liil First of all, open the 
Liberation Day folder. Open the .exe 
folder in Liberation Day directory and 
search for a file called libday.ini. Open 
this file, find a line called cheats=0 and 
change it to cheats=l. Now save it. 
Now, in the game, you can press the 
following keys to access cheats: 
tab-w - Win scenario 

tab-l - Lose scenario (useful!) 

tab-d - Gain resources in both city 
and deployment mode 
tab-r - Full armour 

tab-p - Get infinite action points 
To get 2000 points in the 

development phase, go to the army 
screen, hold down the Tab button 
and press T. Do this (from start) as 
often as you like. 


i|^|6ifiMen in Black 

tSlHSili While playing, press ESC 
to get to the main menu, then type 
DOUGMATIC until it drops you back 
into the game and plays some music. 
The cheats are now activated. To use 


them, press ESC again and type any 
of the following words: 

AGENTK = Changes your agent 

AGENTJ = Changes your agent 

AGENTL = Changes your agent 

AGENTX = Changes your agent 

GIVEME = All weapons 

LOADME = Infinite ammo 

HEALME = Full health 

MOVEME = Creates saved games for 


PROTECTME = 
ARCTIC = 
AMAZON = 
FRALES = 

HQ = 

KILLEM = 


all levels 
Invulnerable 
Go to Arctic level 
Go to Amazon level 
Skip to last level 
Go to headquarters 
Kills all enemies 


Take off sunglasses: 

Press the "G" key when you are an MiB 
agent. Doesn't work for Agent Laurel. 


Monster Truck Madness 2 

On the Scrapyard Run track, find 
the fourth checkpoint and look for 


the building with the wire fence 
and the truck parked outside. Drive 
through the fence and turn left on 
the road, which goes in a circle. 
Turn left on to the track, and drive 
until you see a fenced-in area on 
your right. Drive into this area and 
go up to the screen, which will 
display the message "The terror has 
been unleashed". This is the 
Graveyard track. 

N8A Live ’98 

For this selection of secret teams 
first click on the Rosters option 
and then choose Create Custom 
Team. Enter the following names as 
custom team names and you'll have 
the hidden teams: 

EA Europals 
Hitmen AllSorts 
Hitmen Coders 
Hitmen Earplugs 
Hitmen Idlers 
Hitmen Pixels 
QA Campers 
QA DBuggers 
QA Test-tubes 
TNT Blasters 

Nuclear Strike 

Here's a selection of level codes 
which should help you through this 
arduous game: 

JUNGLEWAR 

BUCCANEER 

HAMMERHEAD 

DETONATE 

AFTERSHOCK 

BLITZKRIEG 

CHESSPIECE 

NOMANSLAND 


GAME WINNEBi 

Go to the Team Management screen 
and edit the player names. Type in 
the following codes, all of which 
must start with a capital letter. 

Press enter after each one. 

Zico 

Access the first Cup Classic match 
Hurst 

Access all Cup Classic matches 
Neila Alien mode 

Kyle Stickmen players 

Gonzo 

Causes a timer to appear at the top 
of the screen. When it runs out, the 
player with the ball and his team 
will fall over. 
Gabo Big head mode 

Kenny Ball catches fire 

Mr Hat Crazy ball mode 

Next, go to the main menu and 
press 'Scroll lock' to access the 
cheat menu. You can now select 
which cheats to activate. 
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Next month, due to popular 
demand, we'll be starting a new 
regular feature, in which the 
gaming gurus of your favourite 
mag try in vain to answer some of 
the many questions you have 
about games, computers and the 
merits of the anthropic principle 
over a purely existential 
philosophy. So if you're stuck on 
the first level of Tomb Raider, or 
the final level of Forsaken, or 
your girlfriend has run off with a 
soldier, let us know and we'll try 
our best to help. Or we'll give up 
and go to the pub. Write to: 


Tips Q&A, 

UinHATE PC, 

1 Roman Court, 

48 New North Road, 
Exeter, 

EX4 4EP ^ 


CMCHUN - Go-kart view BEHINDVIEW 0 Goes back to first- 

CMLOGRAV - Low gravity person view. 

CMFOLLOW - TV camera view 

CMHANDY - Big hands UpriSiny 

CMGARAGE - Extra vehicles Here's a few codes to help you rise 

CMMAYHEM - Maniac drivers to the challenge: 

CMCATDOG - Raining cats and dogs 

JHAMMO - All tracks available Slick - Dangerous chump mode 

PATSCREEM - TOCA Showdown Mo money - Extra power and troops 

CMCOPTER - Lets you view Way mo money - Loads of power 

the track from a helicopter and troops 
CMTOON - Cartoon horizon _ 

Wing Commander Prophecy 

During a space flight, type 
in DYNOMITE and then press 
the following key combinations 
and codes to activate some 
great cheats! 

Ctrl-C - Turns collisions on or off 
Ctrl-I - Enables or disables invincibility 
Ctrl-FI2 - Destroys target 
GOODTARGET - Changes the 
cockpit targeting mode to turret 
targeting mode! 

MORETUNES - Radio on 
ALSWANTSMORESHIPS - You can 
fly enemy ship during 
simulated missions ■ 


Ale - Upgrades all marines 

Coffee - Upgrades all Terran units 
Long live the queen - 

Upgrades all Zerg units 
It's a bird! A plane! It's dead! - 

Destroys all flying units 
Nuclear winter - 

Nukes a random location 
Armageddon - Destroys all units 
Fart - Enemy loses all gas 

Pickpocket - 

Steal half of your enemies' resources 
ContactLends - See cloaked units 
Tommyknockers - 

Summon space creatures 
Game over man - 

You lose the game(!?) 
Power overwhelming - God mode 
Staying alive - Mission doesn't end 
There is no cow level - 

Completes current mission 
Whats mine is mine - Free minerals 
Breathe deep - Free gas 

Something for nothing - All upgrades 
Medieval man - Upgrades units 
Modify the phase variance - 

Build any building 
War ain't what it used to be - 

No fog of war 

Food for thought - 

Build units with no resources 
I smell a rat - Turns off all cheats 


BASTILLE 

LIGHTNING 

UNLEADED 

GUNSRUS 

CHAINMAIL 

ONETWO 

APACH ELITE 

EAGLEEYE 

CROSSEYED 

OLDSCHOOL 

SURFIN 

SHARK BAIT 

MAD BOMBER 

CHEESYPOOF 

MPH 

PHOENIX 

AVENGER 


T- ITTlTomb Raider li 

Li ^ i i Here's a strange one 
from Scott Preece of Rainford which 
we've not heard of before. 

Next time you visit Lara's home, 
climb up the death slide in her back 
garden assault course to the platform 
where you would normally grab the 
handle to slide down. Stand in the 
front right corner of the platform, 
facing the corner, and jump twice. 
You should suddenly appear on top 
of the right-hand tower, from where 
you can jump onto the garden wall. 
You can now run round to the front 
of the house and jump down outside 
the gate. There's not a lot to see 
when you get there, and you can't 
get back in again, but at least you 
can say you've done it. Have you 
tried locking the butler in the fridge? 


Select a new game and when 'The 
Hunt Begins' has loaded up and you 
are standing in front of the Heat- 
Seeker, bash in these cheat codes: 


DIPSTICK - Enable cheats 
CHOJIN - Woundless with weapons 
HUNTPACK - Outfit player 
RIDE - Missile cam 
TOOSAD - God mode 
SEEYA - God mode as well 
LONDON - Fog on 
NODNOL - Fog off 
BOING - Elasto mode 
BADTRIP - Shrooms mode 
FLYBOY - Mercury mode 
GOTO - Level select 
JOHNWOO - Extra pistol 
PLUGEM - MP40 
VANILLA - Bazooka 
HOTTIMES - Heat-Seeker 
BOOZE - Drunk missile 
FIREBOMB - Firebomb 
BONES - Flamewall 
SIXTOYS - All items 
SHOOTME - Bulletproof armour 
BURNME - Asbestos armour 
LUNGDUNG - Gas mask 
GOOBERS - Restart episode 
REEN - Restart level 
GOARCH - Skip level 
PANIC - Loose weapons 
86ME - Suicide 


star Trek: 

Starfleet Academy 

If you want to be able to fire whilst 
still cloaked, try activating the 
cloaking device and then go to red 
alert status. As long as you get red 
alert activated before the ship 
disappears, you'll now be able to 
fire whilst cloaked. 


Total Annihilation 

Press enter to get to the 
message screen and theini press + 
followed by typing in one of the 
following codes (remembeoing i© 
press enter again afterwards to 
activate it): 

ATM - Increase metal end venergy 
by 1000 

Radar - Acts like 100% 
radar coverage 

DoubleShot - Two times damage # 
all weapon fire across board 
NowISee - Exposes map and turns 
line-of-sight off 


Streets of Sim Ci^ 

In the Player's Choice mode, 

press Ctrl-Alt-X to activate the 

cheat mode. Then type in the 

following codes: 

mr fabulous - Invincibility 

lock and load - Full ammo 

sampo - $999,999 

im back - Repair damage 

cruise control - Turns on cruise control 

beefcake - All weapons and mods 

earth - Earth gravity 

moon - Moon gravity 

mars - Mars gravity 

jupiter - Jupiter gravity 

cow frags - Cow frags are shown in 

the Scenario Progress window (F3) 


[T Hi ll Unreal 

LLUJJ During the game, press 
[TAB] to activate the chat mode, 
then type the following: 

GOD - God mode 

ALLAMMO - Gives you 999 ammo for 
all your guns 

FLY - Guess what? Lets you fly! 
GHOST - Allows you to walk 
through walls 

WALK - Switches off the previous 
two modes 

PLAYERS ONLY - Time stops until you 
hit [TAB] again 

OPEN (map name) - Jump straight to 
any level, just enter the name 
SUMMON (item name) - Gives you 
any item, just type in the name 
BEHINDVIEW 1 - Puts you in Tomb 
/?a/cfer-style third-person view 


TTTnstarCraft 

i I ^ I I During the game, press 
enter and enter any of the following: 
I got gas - 

Gives you 10000 vospene gas 
Show me the money - 

Gives you 10000 each gas and ore 
Gimme fuel, gimme gas - 

gives ore and vospene gas 
Operation cwal - Speeds up building 
The gathering - Unlimited mana 
No glues - Stops enemies using magic 
Dig up - Reveals buried Zergs 

Dig dug - Reveals buried Zergs 

Get out of my way - Invulnerability 
Ucla - displays 'Go Bruins!' 

On screen - Reveals map 

Black sheep wall - Reveals map 


Type in the following as a 


player name: 
XBOOSTME - 
CMSTARS - 
CMNOHITS - 
CMMICRO - 
CM DISCO - 
CMRAINUP ■ 


Extra speed 
Night time 
Ghost car 
Top-down view 
Coloured fog 
Rain goes upwards 
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An exclusive MiB review was just one of over 20 in 
this bulging Issue. Amongst the others were Sid Meier's 
Gettysburg, Total Annihilation, Worms 2 and 3edi 
Knight: Dark Forces 2. There's also solutions to The 
Feeble Files and Excalibur 2555, as well as a tips 
guide to Dark Colony, As if that wasn't enough, there's 
two CDs crammed with all the latest playable demos., 
including Jedi Knight, CM 97/98 and Screamer Rally, 

All this at the stunning price of just £3.50 ~ what 
more could any gamer need?0 


The exclusive review of 6T Interactive's Abe's Oddysee 
and a full review of Tomb Raider U were the highlights 
of this stunning Christmas issue. Other Christmas 
crackers included Screamer Rally, Uprising, Aetna Soccer 
2, GTA and THQ's Pax Imperia - all of which were fully 
reviewed. With a Tomb Raider 11 demo and an enthralling 
Men in Black demo, the Ultimate CD maintained the high 
standard set by that of issue one. Issue four of UinMAiE 
PC is the essential read for the die-hard PC 9 amei|r^H 


With a world exclusive review of Activision's 
Battlezone, issue 6 of UinMATE PC is an essential read 
for anyone who likes their real-time wargames. Forget 
about Command and Conquer, Total Annihilation and 
Dark Reign, because Battlezone redefines the whole 
genre with its mix of first-person perspective 
shooting action and demanding strategy. If you 
missed out on our extensive review of this landmark 
title, then order your back issue right away and find 
out just what it is your missin|{j 


This New Year offering featured over thirty full 
reviews. Amongst them are Virgin's Blade Runner, \ 
Quake II and a world exclusive on Eidos' Deathtrap 
Dungeon. Issue five of Ultimate PC is also packed with 
previews, including Die By the Sword, Ultimate Soccer 
Manager '98 and Battlezone, There's also the usual CD 
crammed with demos. With a full solution to the first 
part of Tomb Raider I! propping up the rear of the 
mag, there's undoubtedly something for everyone in 
this massive 164 page issueQ 


JLTIMATEWWnW 


Another big seller, our exclusive review and playable 
demo of Die By The Sword makes issue 7 an essential 
read for all those PC gamers who remember the 
classic. Barbarian with affection. Speed freaks are 
also more then catered for in this issue, with an 
exclusive demo of Powerboat Racing being just one of 
many crammed onto the packed CD. An exciting in- 
depth look at Cendanfs new release, HalfAife and a 
round-up of the top three games of 1997 by genre 
makes this one issue not to miss.n 


Quake U is dead and in its place as the king of 
30 action adventures stands Probe 
Entertainment's stunning Forsaken - find out just 
what makes this game so special with our 
comprehensive review. As if that wasn't enough, 
look no further than issue eight of Ultimate PC for 
full reviews of Redline Racer, Formula 1 '97, Plane 
Crazy and Black Dahlia, Inside this issue you'll 
also find a special report on MGM studios and its 
James Bond stunner. Tomorrow Never 


Playable levels ensures that issue nine of 
Ultimate PC is a 'must have' for anyone serious 
about their games. Reviews of StarCraft, 
Motorhead and Ultimate Soccer Manager also 
make this a special issue which no PC gamer 
should be without. An in-depth preview of C&C: 
Tiberian Sun and a first look at LucasArts' real¬ 
time Star Wars strategy game, Force Commander 
can also be found in this issu^Q?^^^^ | 


Football fans should be in seventh heaven after 
reading our special World Cup edition of Ultimate PC! 
Our tenth issue conatained nearly 30 pages of football 
reviews and previews, including World Cup '98, Three 
Lions, Sensi Soccer WC 98, Viva Soccer, Total Soccer, 
Championship Manager 98 and many more. Non-footy 
fans weren't left out, with Conflict: Freespace, X^Files, 
an in-depth RPG feature and the first part of our 
interview with Criterion Studios.^hHlHi 




^omino 




Ever since the classic Elite, computer games 
enthusiasts have had to endure a torrent of space 
combat sims. Some have been good, some have 
been bad, and some, like Interplay's Conflict: 
Freespace, have been stunning. In our exclusive 
review, you can find out exactly why we rate this 
game so highly. You can also check it out for 
yourself with the exclusive playable demo on one 
of our two packed COs^] 


Final Fantasy VII, X-Files, Commandos: Behind 
Enemy Lines and X-Com: Interceptor are just a 
few of the games you'll find reviewed and rated 
inside Issue 12 of Ultimate PC. An E3 report 
detailing all the year's most exciting new 
releases can also be found, along with a 
solution to the epic Forsaken, An action-packed 
CD and an exclusive Final Fantasy VII solution 
book complete the issuc^J 
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O s the software publishers gear up towards the busy 
autumnal and winter period, next month well be 
taking a look at a selection of games which could provide 
us all with some much-needed festive cheer. Games like 
Blue Byte's Settlers III, Lion head's Black and White and 
Bungie Software's Myth IL We'll also have full reviews on 
one of the year's most eagerly-awaited movie licenses, Fifth 
Element, and the long overdue Dune 2000. 

One of Ultimate PC's intrepid reporters will also be 
travelling to Spain to find out the very latest on Gremlin's 
highly-rated and widely anticipated Christmas cracker. 

Blade. Developed by Spanish outfit Rebel Act Studios, Blade 
promises to deliver a much more diverse gaming experience 
than the traditional 3D action games we've seen so much 
of in recent months. With RPG and adventure elements 
complementing the action, this game could redefine 3D 
gaming. Join us next month when we'll be nosing around 
the Rebel Act's offices to find out more. ■ 


























special Reserve Discount Mail Order ■ 01279 600204 

* All telephoned orders for games are despatched priority by First Class Post 

Market leaders in mail order home computing, established 10 years, great web 
site and six amazing shops. 10% extra off games at http://special.reserve.co.uk. 

Officially Authorised for Nintendo and for PlayStation. Trial Membership for just 50p. 0% PAY LATER (subject to status). 


CD ROM SOFTWARE 

(18) = Rated 18, state over 18 when you order 

ADDICTION PINBALL .19.99-10%* 

ADIDAS POWER SOCCER 98 .31.99 -10%* 

AGE OF EMPIRE .34.99-10%* 

AIR WARRIOR 3 .24.99-10%* 

ALIEN INTELLIGENCE .31.99-10%* 

AMIGA EMULATOR 98 (UPDATED) .14.99 

ARCADE CLASSICS PLUS .14.99 

ARCADE POOL .9.99-10%* 

ARMY MEN .32.99 -10%* 

BATTLE ISLE TRIPLE PACK .15.99 -10%* 

BATTLETECH: MECH COMMANDER 32.99-10%* 

BLADE RUNNER .32.99-10%* 

BROKEN SWORD .9.99 -10%* 

CAESAR 3 .26.99-10%* 

CARMAGEDDON (RATED 15) .13.99 -10%* 

CARMAGEDDON MAX PACK (15) .. .25.99 -10%* 

CHAMPIONSHIP MANAGER 2 1997/98 19.99 -10%* 

CIVILIZATION 2 .14.99-10%* 

CIVILIZATION 2 DATA CD .14.99 -10%* 

COLIN McRAE RALLY .24.99 -10%* 

COMMANCHE 3.0 GOLD .25.99-10%* 

COMMAND & CONQUER.16.99 -10%* 

COMMAND & CONQUER: AFTERMATH 14.99 -10%* 
COMMAND & CONQUER: COUNTERSTRIKE - 

RED ALERT DATA CD.13.99 -10%* 

COMMAND & CONQUER: RED ALERT 32.99 -10%* 

COMMANDO’S: ENEMY LINES .31.99 -10%* 

CURSE OF MONKEY ISLAND .29.99 -10%* 

DANCE EJAY .23.99 

DARK FORCES 2 - DATA CD .17.99-10%* 

DARK FORCES 2 - JEDI KNIGHT .31.99 -10%* 

DARK OMEN .33.99-10%* 

DIABLO DATA CD - HELLFIRE .15.99 -10%* 

DIABLO DATA CD - UNEARTHED ...14.99 -10%* 

DIABLO W95 .25.99-10%* 

DISCWORLD2 .16.99-10%* 

DISCWORLD .14.99-10%* 

DOOM TRILOGY - DEPTHS OF DOOM 14.99 -10%* 

DUKE NUKEM KILL-A-TON .24.99 -10%* 

DUKE NUKEM 3D (RATED 18) .12.99 -10%* 

DUNE 2000 29.99-10%* 

ELDER SCROLLS: DAGGERFALL ...12.99-10%* 

FI 5 (E/A) 33.99-10%* 

F22-ADF .32.99-10%* 

F22 RAPTOR GOLD .26.99-10%* 


Ml TANK PLATOON 2 .33.99 -10%* 

MEN IN BLACK .16.99-10%* 

MICRO MACHINES V3 .20.99 -10%* 

MIGHT & MAGIC 6 .32.99-10%* 

MINI OFFICE TYPING TUTOR .9.99 

MOTORHEAD .24.99 -10%* 

MS GOLF 98 .32.99-10%* 

MS PLUS! 98 38.99 

MS WINDOWS 98 .147.99 

MS WINDOWS 98 UPGRADE .68.99 

NAM .25.99-10%* 

OF LIGHT & DARKNESS .31.99 -10%* 

PINK PANTHER 2 19.99-10%* 

PREMIER MANAGER 98 .15.99-10%* 

PRIVATEER 2: THE DARKENING ...14.99-10%* 

PUZZLE BOBBLE .9.99-10%* 

QUAKE .13.99-10%* 

QUAKE 2 MISSION PACK .16.99-10%* 

QUAKE 2 29.99-10%* 

QUEST FOR GLORY 5 .26.99 -10%* 

REAR .32.99-10%* 

RIVEN .32.99-10%* 

SCREAMER 2 .9.99-10%* 

SCREAMER INJECTION .23.99 -10%* 


We stock 1500 games and utilities. 
Please call for price and availability 
15 sales lines - Call 01279 600204 




SECRET OF MONKEY ISLAND 1 & 2 14.99 -10%’ 

SENSIBLE SOCCER 98 .25.99 -10%’ 

SENSIBLE WORLD OF SOCCER 96/97 9.99 -10%’ 

SENTINEL RETURNS .34.99-10%’ 

SETTLERS 2 GOLD EDITON .27.99 -10%’ 

SHADOW WARRIOR (RATED 18) .12.99 -10%’ 

SIERRA PRO PILOT DOUBLE PACK 28.99 -10%’ 

SPECTRUM CD 98 .17.99 

SPELLCROSS .19.99-10%’ 

STAR TREK - GENERATIONS .12.99 -10%’ 

STAR TREK GAME SHOW .17.99-10%* 

STAR TREK: KLINGON HONOUR 

STAR WARS SUPREMACY .29.99 -10%* 

STARCRAFT DATA CD .13.99 -10%’ 

STARCRAFT EXPANSION PACK .16.99 -10%’ 

STARCRAFT .29.99-10%’ 

STARSHIP TITANIC .32.99 -10%’ 

STARSIEGE .29.99-10%’ 

FAMILY TREE MAKER .49.99 STREETFIGHTER ALPHA .13.99-10%’ 

FIFA 98-ROAD TO THE WORLD CUP 29.99-10%* STRIKE ZONE .20.99-10%* 4 MB ORCHID RIGHTEOUS 


RAM PRICE PLUNGE 

32 MB SDRAM DIMM QQ QQ 
Or2xI6MB EDO SIMMs 
64 MB SDRAM DIMM 
or 2x32 MB EDO SIMMs 

• Prices include VAT & Carriage!. 

HOW 
lOWI 

PC CONTROLLERS 

GRAVIS GAMEPAD PRO . ..22.99 
10 programmable buttons with 
built-in two player connector 
MS SIDEWINDER, 

GAME PAD ...27.99 
8 programmable 
buttons, 8 way hat switch, 
trigger button, throttle whe 
GRAVIS PRO ...14.99 
Built-in throttle control, 5 
buttons, foam padded 
MS SIDEWINDER PRECIS 
PRO JOYSTICK 45.99 
8 programmable buttons, 8 way hat' 
switch, trigger button, throttle wheel. 

Ideal for flight sims 
SAITEK X6-32 
JOYPAD ..,15.99 
Microswitched thumb control, 8 fire 
buttons, 4 shoulder buttons, autofire & 
with LED indicators 

MISC PC HARDWARE 

12 MB CREATIVE LABS 3D BLASTER PRICES 
(VOODOO II) 3DII ACCELERATOR ^ 


switch, trigger 

buttons 
turbofire v 

^ MIS 



V FOUR TOP ENHANCED 3D GAMES .209.99 


FIFA SOCCER MANAGER .12.99 -10%’ 

FINAL FANTASY 7 .33.99-10%* 

FLIGHT SIMULATOR 98 .42,99 -10%* 

FLYING CORPS GOLD .18.99-10%* 

FORMULA 1 GRAND PRIX 2 .18.99 -10%* 

FORSAKEN .30.99-10%* 

G-NOME .6.99-10%* 

GABRIEL KNIGHT 3 29.99 -10%* 

GEX3D .25.99-10%* 

GRAND PRIX LEGENDS .29.99-10%* 

GRANDTHEFT AUTO (RATED 18) ...32.99-10%* 

HELICOPS .6.99-10%* 

IMPERIUM GALACTICA .9.99 -10%* 

INCOMING .32.99-10%* 

INDUSTRY GIANT .31.99 -10%* 

INTERNATIONAL CRICKET CAPTAIN 24.99 -10%* 

INTERSTATE 76 (RATED 15) .9.99 -10%* 

JAZZ JACK RABBIT 2 .19.99-10%* 

JOINT STRIKE FIGHTER .12.99 -10%* 

JONAH LOMU RUGBY .10.99 -10%* 

KLIK AND PLAY .9.99 

LEISURE SUIT LARRYS CASINO .18.99 -10%* 

LIE DETECTOR .17.99-10%* 

LINKS US 97 - LEGENDS IN SPORT 12.99 -10%* 

LULA-THE SEXY EMPIRE .21.99-10%* 

LULA - VIRTUAL BABE .12.99-10%* 


SYNDICATE WARS.12.99-10%* 

TEST DRIVE: OFFROAD .19.99-10%* 

THE GOLF PRO .26,99-10%* 

THEME HOSPITAL & SIM CITY 2000 26.99 -10%* 

THEME PARK .12.99-10%* 

TIDES OF WAR .22.99 -10%* 

TOCA TOURING CARS .22,99 -10%* 

TOMB RAIDER -i- SCREENSAVER ...14.99 -10%* 

TOMB RAIDER 2 .28.99 -10%* 

TOTAL ANNIHILATION DATA CD .19.99 -10%* 

TOTAL ANNIHILATION .29.99 -10%* 

TRANSPORT TYCOON -h EDITOR ...11.99 -10%* 
ULTIMA COLLECTION (Ultima 1 to 8) 33.99 -10%* 
ULTIMATE SOCCER MANAGER 98 ...25.99 -10%* 

UNINSTALLER V5.0 DELUXE .30.99 

UNREAL-LEVEL EDITOR .17.99-10%* 

UNREAL .29.99-10%* 

WARCRAFT 2 .25.99 -10%* 

WETRIX.17.99 -10%.* 

WORLD CUP 98 .31.99 -10%.* 

WORMS 2 .19.99-10%o* 

X-COM - APOCALYPSE .12,99-10%o* 

X-COM INTERCEPTOR .32.99 -10%o* 

X-FILES: THE GAME .33.99-10%o* 

X-FILES: UNRESTRICTED ACCESS 19.99-10%.* 
YOUNGBLOOD .23.99-10%o* 



3DFX ACCELERATOR 

+ 5 TOP ENHANCED 3D GAMES .89.99 

4 MB DIAMOND VIPER 2D/3D GRAPHICS ...49.99 

DIAMOND SUPRAEXPRESS 56K 

EXTERNAL FAX/MODEM DOWN £30 TO . . 69.99 

HARD DRIVES FROM .59.99 

CD ROM DRIVES FROM .29.99 

PACK OF 10 CD-R RECORDABLE CD’s ...19.99 

CREATIVE LABS 24X CD ROM DRIVE .39.99 

MUSTEK SCANEXPRESS 12000 

9600 DPI FLATBED SCANNER .99.99 

100 MB IOMEGA ZIP DRIVE .99.99 

EPSON STYLUS 600 INKJET 

PRINTER PUBLISHING SOFTWARE .174.99 

100 SHEETS EPSON 

PHOTO-QUALITY PAPER .10.99 

INK CART BLACK 

FOR EPSON 600/500/400 .17.99 

INK CART COLOUR 

FOR EPSON 800/600/400 .18.99 

CANON BJC 4300 

PRINTER DOWN £35 TO.124.99 

INK CART BLACK FOR 

CANON 4000 SERIES .8.99 

INK CART COLOUR FOR 

CANON 4000 SERIES .14.99 


EVERYTHING DOWN 
PC UPGRADE SAL£ 


^ V \_- 

MAXX.net P2 266 £999.99 iiu vat 

Pentium II (Celeron) 15 " Adi Monitor 

64 MB SDRAM DIMM 8.0 CB Hard Drive 
8 MB AGP 3D Graphics AWE 64 Sound Card 
300 Watt Subwoofer Diamond 561c modem 



300 Watt S ubw oofer piamond 56k n^dem | 


(heck Mrt ow MAH 3D2 DVD RWCD XS P2 400 


OFF PREVIOUS PRICE 
OF SOME ITEMS 

PlEAK sa CLUB MM FOR DETHU 



Nintendo 64 + Goldeneye 

129.99..£I0 

^Deduct £10 off the price of any one item 
bought at the same time as a Nintendo 64. 


IK 


Pay 9 Months Later 

with 10%o deposit and no interest, subject to 
status. You can buy anything from our catalogue 
or shops this way, providing your total purchase 
is over £200. 0%o APR if the balance is paid in ful l 
after 9 months or 29.8%o APR 
extended loan. Special discounts _ . 

do not apply. \ ■ 1 


Special Reserve Big Club Shops 


The Maltings, Station Road, 

SAWBRIDGEWORTH, HERTS. 

Not far from the Ml 1, just around the corner from 
the train station. Tel: 01279 600399 

All our shops have PC Upgrade and Repair Facilities. 
^igjj^EI^O for Fitting. £24 Fix or Configure 

IT’S EASY TO PARK 

SOME ITEMS CARRY A Cl SURCHARGE IN THE SHOPS 

43 Broomfield Road, 

CHELMSFORD, ESSEX. 

Just around the corner from the 
bus station. Tel: 01245 348777 


164 Derby Road, 

STAPLEFORD, NOTTINGHAM. 

2 miles from junction 25 of the Ml, near Kwik Fit 
and Pizza Hut. Tel: 0115 949 1000 


209/213 St Mary's Lane, 

UPMINSTER, ESSEX. 

2 miles from junction 29 of the M25. Opposite 
Somerfield Supermarket. Tel: 01708 225544 


168 High Street, 

EGHAM, SURREY. 

Near Windsor and Staines. Just 1 mile off 
junction 13 on the M25. Tel: 01784 473444 


351 Gloucester Road (A38). 

BRISTOL. 

1 7* miles from the City Centre and just up 
from Kwik Save. Tel: 0117 924 5000 


All for £6.00 



Special Reserve Annual Membership Fee 
I t's easy to join, just phone 01279 600204 or send in the order form. 

There’s no obligation to buy anything, you can be any age, and it’s only £6. 

1 . Members receive 10 issues of our colour Club Magazine per year with over 2,000 
products, many at below trade price or under half price. There are Reviews, Features, Charts, 
Release Dates, Extra Savings and thousands of pounds worth of great prizes to be won. 

2. The incredible FREE Special Reserve Book of 3000+ Cheats (ail formats) will be sent 
to you with your Family Membership Card and FI Fantasy Game FREE entry form 
(members only - £4000 worth of prizes). 

3. Choose any one of the FREE GIFTS below if you buy just one item at the same time as 
you join. These gifts are worth up to £40. You can extend your membership (£5.50) at any 
time to receive more of them. 

That’s why over 400,000 people have joined Special Reserve 
- The Biggest Games Club in the World 


Mail Order Madness 

I Deduct an extra 10% off the price of games 
only if you place your order by post to the 
address below or by FAX on 01279 726842 or 
via internet at http://special.reserve.co.uk . 

e.g. Deduct £2.80 off 
a £27.99 game. 

I I (not to be used in conjunction 

I I with other special discounts) 
EXPIRES 20/09/98 


Special Reserve 01279 600204 

All telephoned orders for games are despatched priority by First Class Post 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 


(BLOCK CAPITALS please) 

Name, Address and Postcode_ 


Machine 


We only supply members but you can order as you join (from 50p). 
There is no obligation to buy anything and you can be any i 


ENTER MEMBERSHIP NUMBER IF ANY 


ULTIMATE PC 


£6.00 Annual Membership includes 10 issues of the Club Magazine plus 
the Special Reserve Book of 3000+ Cheats. AND choose a FREE GIFT 
from below if you buy any item at the same time as you join. 

Please enter membership fee if applicable and please remember to tick your choice of gift below 

Annual Membership £6 (UK), £9 (EC) or £12 (World) 

OR Trial Membership 50p /One magazine. One order. No gift) 


item 


item 


item 


Deduct any 
“10% Mail Order 
_ Madness 
Discount as 
- described 
above* 


Please add 50d per game for UK First Class Post (£2.00 overseas) 


ALL PRICES INCLUDE UK 2ND POSTAGE & VAT 

Cheque/P.0./Mastercar(d/Cre(ditcharge/SwitchA/isa 


CREDIT CARD 
EXPIRY DATE _ 


SWITCH 
_(ISSUE NO_ 


Overseas orders must be paid by credit card. 
Overseas surcharge £2.00 per item 


Hardware items (mains or battery) are only supplied to the UK mainland 

Immediate cheque clearance 

Cheques payable to Special Reserve at 


PO Box 847, Harlow, CM2I 9PH 



Please tick your choice of gift when you join for a | 
year (£6) at the same time as buying any one item. . 

If joining by telephone please ask for your gift at the time. | 



GREAT WEB 
SITE 


10% extra off games at http;//special»reserve.co.uk 


MASSIVE 

CONTENT 


FREE MOUSE FOR PC 
2 buttoned mouse 
OR FREE COMPETITION 
PRO JOYPAD FOR PC 
4 fire buttons & turbofire 
OR FREE YEAR 2000 TEST 
CD FOR PC 

OR FREE 1 MB MEMORY 
CARD FOR NINTENDO 64 
OR FREE RUMBLE PACK 
FOR N64. Sends vibrations 
through the controller 
OR FREE PREMIERE FOOTBALL. 

Full size, PVC coated football. Includes 
adaptor. Design may vary 
OR FREE 1 MB MEMORY CARD 
FOR PLAYSTATION 
OR FREE 24 CAPACITY CD 
WALLET. Stores CD’s in individual 
compartments 

OR FREE COMMANDER 2 
JOYPAD FOR PLAYSTATION 

With turbofire function. 

OR FREE PERSONAL STEREO 
CASSETTE PLAYER + 

HEADPHONES 
OR FREE ACE VENTURA 2 
VHS VIDEO (PG) 

OR EIGHT GAMES FREE ON 
PC CD ROM. Desert Strike, Team 
Suzuki, Actua Soccer semi-final 
edition, Lotus 3, Jungle Strike, Toyota Celica GT 
Rally, Zool 2 & Normality Inc demo. All games 8 
FREE. 

Seven games free for PC CD ROM also available. 

Offers subject to stock availability. Overseas members add £2 postage 

Inevitably some products listed may not yet be available and prices may change - please phone. 
SAVE = Saving off full recommended price. Sent to press 15/07/98 Errors & Ommisions Excluded. 
Inter-Mediates Ltd. T/A Special Reserve. The Maltings. Sawbridgeworth, Herts CM21 9PG. 
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All the Favourite Units New Strategies, Special Over 40 Missions and New High Colour Graphics Challenge your Friends 
from the Original. Effects and Music. Full Motion Video Briefings. in 8 and 16 Bit. to Multiplay. 


Westwood’ 


t i ve^ 


V. westwood.com 


www.vie.co 


uk 


Demon Internet 

more people get on with us 


v.demon.net 


© DUNE'^'^ 1998 Dino De Laurentis Corporation licensed by Universal Studios. 
© Dune 2000 1998 Westwood Studios, Inc. 

Published by Virgin Interactive Entertainment (Europe) Ltd. 

Virgin is a registered trademark of Virgin Enterprises Ltd. 



PC CD-ROM 








